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MORE BANGS! FOR YOUR BUCK 


Gravis UlitraSound ACE” 


(Audio Card Enhancer) 


“,.. low price, and solid 


performance” x * kK * * 


-Multimedia World, May ‘95 


BANGS like you've never heard before with UltraSound 
ACE's CD-quality sound. UltraSound ACE is an add-in 
card that upgrades any FM or Sound Blaster™ card to 
stereo wavetable sound. For a price that’s hard to beat, 
you get dynamic music and digital sound effects with 
most current games and total compatibility with every 
game and application you already own. 


only $99.95" 


Gravis Firebird™ 


Programmable Flight & Game Controller 


“Overall 90%" 


-Computer Game Review, May ‘95 


More BANGS, bombs, and bullets with the Firebird’s 17 
y programmable buttons. Ready-to-play settings included for 
today’s hot games. More control than you've ever had before 
without touching your keyboard. Firebird works with every PC 


game that supports a joystick. 
only $69.95° 


Call Now to Order! 
1-800-679-0024. 


Purchase BOTH Firebird and UltraSound ACE, and we'll throw in a game* 
that’s making a BIG BANG at the top of the charts—your choice of GCM Is 
Descent” Destination Saturn, DOOM II”, or US Navy Fighters”. im 
* Applies only to purchases direct form Gravis. Retail policy and price May vary. 

All brands or products names are trademarks owned by their respective companies. P LAY TO W IN 


Advanced Gravis Computer Technology Ltd. 1790 Midway Lane, Bellingham, WA, USA 98226 
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4 fos, Ultra-low level strike missions, 
Hewmataser revolutionized the gritty y | et ee ed 
AS Iie 5s of ground attack. sie =, JUMP JETS: Explore the highly realistic 
~ VTOL flight models of the AV-8B Harrier Il, 


FRS.Mk 2 Sea Harrier, and the Yak-141 
of Vertical Take Off and Landings, Freestyle. ———— 
ue, aircraft can go anywhere ~ a 


za anything... Explore VTOL 
#1 gyn the expansion disk 


a ~ 


? SPOOL UP; Launch your Harriers off the 
Be deck of the Navy's new amphibious a 
assault ship U.S/S, Wasp. Pd 4 
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OPEN UP: Deal out dost if 
AC-130E Spectres, SNAKEYE Sit 

30mm guns and rapid fire roc 
pods. 


"SPY 9100.)99)3 JO Spe 


DOWN IN THE WEEDS: View a fully tex- 
ture-mapped environment based on 


Critical Acclaim for actual satellite and aerial photography. 


U.S. Navy Fighters 


Computer Gaming World: 
a iakd TERE 


PC Gamer: 


91% Rating 


REQUIRES U.S. NAVY FIGHTERS 
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Yau, emerge again into the sights and sounds of another time- Somewhere in | 
Sea the shadows of seven incredible worlds of the past and future hides the . 


Pes ot... 


secret of a conspirator bent on framing you, agent 5 of the Temporal Security 


Agency, for the most unforgivable of Crimes - altering history- Prepare for 


a an adventure so real you'll forget you're playing a game. Prepare to be... 


HE epre Time TRAVEL ADVENTURE 


Breathtaking full-motion 3D animation + A richly-detailed story 
An incredible soundtrack - Seamlessly-integrated live-action video Ma 
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Awad Sa as a 3 CD-ROM set forMac &B PC aes 
For janone information cml}. ve 60.0 - S43-36B64 WOODS 


©1995 Presto Studios, Inc- All rights reserved- The Journeyman Project is a@ registered trademark and 
Buried In Time is a trademark of Presto Studios, Inc- Sanctuary Woods is a registered trademark and the 
‘Sanctuary Woods tree logo is a trademark of Sanctuary Woods Multimedia. : 


BOOT UP. 
STRAP IN. 


and blast away on the ultimate thrill ride. 


Looking for a little adrenaline rush? Then lock and load Chaos 


Control, pal. The CD-ROM that turns your PC into the arsenal of 


£) 


democracy. You're Lt. Jessica Darkhill. The cucumber-cool, 
razor-sharp, lightning-fast space fighter, nai the only thing standing between an 
army of Kesh Rhan extraterrestrials and the annihilation of Planet Earth. Now, if : 
: you're a motion sickness wuss, beg off. ‘Cause you're gonna find yourself scream- 
3 ing through the unvilais of Manhattan, swooping inside i virus-infected i 
La | computer, swerving down the labyrinth of the aueriy mother ship, blasting, bomb- 
ing one obliterating the Kesh Rhan armada. Four 
heart-wrenching battles in ‘nie overpowering 3-D 


universes. For more information or to order, call 


1-800-340-7888. Chaos Control. What a ride, man. 
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THRILL RIDE 


a weekend trip for two on 
our own private Lear Jet. 


rchase necessary. Complete an entry form available at stores, or mail a 3x5 card with your name and address and zip code to 
pstakes, P.O. Box 8708, Dept. 561, Newport Beach, CA 92658. Requests must be received by 8/31/95. Odds of winning 
depend on number of entries received. 


and Prize: A Lear Jet weekend trip (Friday - Sunday) for two (2) to any one of 21 specified destinations in the conti- 
ed States (including hotel and $500 cash) (ARV $30,000; CASH Substitution $10,000); Three (3) First Prizes: A 
ium™ Computer (ARV $3,000); Fifty (50) Second Prizes: A Chaos Control Bomber Jacket (ARV $150). 


OR A COMPLETE SET OF RULES: Send a self-addressed, stamped envelope to Chaos Control Rules, P.O. Box 8708, Dept. 
561, Newport Beach, CA 92658. Requests must be received by 8/31 /95. Void where prohibited. 


Philips Media 


© 1995 Infogrames/leMotion, Inc. © 1995 Philips Media, Inc. All rights reserved. 
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FEATURES 


gameDISC” 14 
Check out the demos and software you'll find on 

the first ever pack-in CD-ROM with Computer 

Game Review! 


— INITIALIZE 18 


The advent of NUKE has caused some person- 
nel shifting in the CGR offices. We haven't lost a 
reviewer, we've gained a website. 


POSTAGE DUE 20 


Piracy continues to be the hot topic from read- 
ers, and a couple of people write in to defend 
the merits of Dark Forces. 


CGR NEWS 30 


The recent Electronic Entertainment Expo in 
Los Angeles was a rousing success. Get behind 
the scenes on the big stories. 


THE GHOST INTHE MACHINE 64 


Guest Ghost Kelt Reeves of Falcon Northwest 
explains exactly what framerates are and why 
they aren't what you think they are. 


ADD-ONS AND INFO 72 


Explore the wonders and joys of hops and fer- 
mented malts with The Beer Hunter from The 
Discovery Channel 


CHILD SUPPORT 78 
What do basic mathematics and reading skills 

and Greek mythology have in common? Take a 

look at 3001 and find out! 


ES IN REVIEW 88 
Here’s everything you wanted to Know about 

what went on and who was showing what at the 

big show in the City of Angels. 


STRATEGY 126 
Need a hint getting through some of the trickier 

areas in Full Throttle? Check out this section for 

some useful solutions. 


IN THE BAG 

CGR introduces the gameDISC”™, chock full of 
exciting demos like X-COM: Terror from the 
Deep, Alone in the Dark 3 and many more! 


COMPUTER 
GAME 
REVIEW 


REVIEWS 


Full Throttle 

Slipstream 5000 

Mega Man X 

The Perfect General II 

First Encounter 

Super Street Fighter Il Turbo 

The Bizarre Adventures of Woodruff 
and the Schnibble of Azimuth 

Celtic Tales: Balor of the Evil Eye 

Reelect JFK 

Virtual Pool 

Swoop 


LucasArts 
Gremlin/U.S. Gold 
Capcom 

Quantum Quality 
GameTek 
GameTek 


Sierra On-Line 
Koei 

Quadra Interactive 
Interplay 
Ambrosia Software 


HARDWARE 


SFX Joypad 
Spaceball Avenger 
MMK2000 Games Package 


Suncom 

Spacetec 

Diamond 
Multimedia 


ADD-ONS 


The Beer Hunter 

Looney Tunes Screen Saver 

IBM Consumer Survival Kit 

How Your Body Works 
Encyclopedia of American History 
Rock ‘N’ Roll Your Own 


Discovery Channel 
Berkeley 

Mescon Group 
Mindscape 
Compton’s 
Medior, Inc. 


66 
68 


70 


72 
74 
74 
74 
76 
76 


CHILD SUPPORT 


3001: A Reading/Math Odyssey 
Let’s Make a Word! 

The Jungle Book 

Sesame Street Letters 
Fisher-Price 1-2-3 

Dream Doll House 

Wonderland 

Music Kids 

Spider-Man Cartoon Maker 


Superhero League of Hoboken 


GemMedia 
EA Kids 
Novotrade 
CTW 
Davidson 
Davidson 
Endovation 


Blue Ribbon Sound 


Knowledge 
Adventure 


Legend 
Entertainment 


78 
80 
80 
82 
82 
84 
84 
86 
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Celtic Tales: Balor of the Evil Eye 56 


Electronic Entertainment Expo Wrap-Up 88 


Thundering engines. 


Insane weapons. Maximum destruction. 


BD Realms 
ntertainment 
P.O. BOX 496419 
arland, TX 75049 


EALITY IS OUR GAME. 


eee enencemneernetenecemeens —eumenneene 
PT aaa 

BY sce iil sn 

rriaen 

Neaul Ravn of 


INCORPORATED 


FormGen Inc. 
7641 E. Gray Road 
Scottsdale, AZ 85260 


Fast texture mapped 3D flight with full 360 degree movement. 


9 Planets and 27 levels to explore-with over 
400,000 sq miles of terrain. 


(D-ROM includes over 70 Mb of cinematics, 


8 player network and 2 player modem support. : : 
The 3D environments are 


simply breathtaking...the 

worlds are like nothing seen 
before in computer games.” 
—Computer Player, April “95 


Non-stop air-to-air and air-to-ground realistic 
action and futuristic Comm-Bat™. 


Professional music soundtrack and fully digitized sound effects. 


“It's. a3D yehicle shooter that's part 
Star Wars and part Descent." 
—(Computer Gaming World, March 95 


Note: The shareware version of Terminal Velocity ay 
is a subset of the full game and contains only 3 of a7 
the planets, The shareware (D-ROM version dos } 

include cinematics. Z 


“Terminal Velocity —_ 
~ jsasymphony of titillating . 
action and g-force slurping excitement...” 

—Strategy Plus, March ~95 


fA “The charm of the game is it's open-endedness, it's extensive 
multi-stage levels...[which] can be explored and destroyed at will.” 
—Computer Gaming World, May °95 
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Shareware version—Now available in stores from FormGen. 
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ighde 
Developed by Terminal Reality, Inc. Published by 3D Realms Entertainment. Published Commercially by FormGen Inc. 
—_ _-- DRealms Entertainment is a division of Apogee Software, Ltd. All rights reserved. All trademarks are the property of their respective owners. 


SHAREWARE 


The Apogee Model: Try before you buy! | 


USING YOUR 
gameDISC* 


To use your gameDISC, you 
must have an MPC-compliant 
PC running Windows 3.1 or 
higher and an SVGA 
card/monitor running 
640x480x256 colors or higher. 

To get started, insert the 
gameDISC into your CD-ROM 
drive. Click on the FILE menu 
and select the RUN option. 
Type in the letter of your CD- 
ROM drive and a colon, then 
select browse. Several options 
will appear. Click on 
GAMEDISC.EXE, then click 
“OK” twice. 

Select the title you'd like to 
see a demo of. You will receive 
a brief description of the game 
or service and will have the 
opportunity to install the demo 
on your system.The majority of 
the demos can be installed 
from Windows. The three that 
cannot: X-COM: Terror from 
the Deep, Maabus and Magic 
Carpet, can be installed from 
DOS. 

All of the demos should be 
run under DOS, with the 
exceptions of Maabus and 
Buried in Time. 


Years after the multi-national 
Organization X-COM repelled an 
invasion of alien creatures, a new 
menace has arisen. New, never 
before encountered aliens are ter- 
rorizing shipping lanes and coastal 
cities. X-COM must swing into 


386 or faster, VGA 
4 Meg RAM 


Controller 


Mouse 


Available For 


PC and compatibles 


Designed By 


MicroProse 


Technical Support 


(410) 771-1151 


Probably since the first time man 
Saw a bird, he has dreamed of tak- 
ing flight, not trapped inside the 
belly of a machine, but in the open 
air. This desire is where stories of 
Arabian magicians zooming around 
on magic carpets come from. It’s 
also the source of Magic Carpet, 
created by Bullfrog Productions for 
Electronic Arts. 

As an apprentice wizard, you have 
been given the task of re-establish- 
ing the balance of power on 50 dif- 
ferent worlds. To do this, you will 
need to acquire mana by destroying 


486/33+ VGA, 8MB RAM. 
4x CD-ROM 


Controller 


Mouse, Keyboard 


Available For 


PC and compatibles 


Designed By 


Bullfrog/Electronic Arts 


Technical Support 


(415) 572-ARTS 


Magic Carpet 


X-COM: Terror from the Deep 


action again, this time to repel 
invaders more sinister than the last 
horde. And this time, the aliens 
come from the depths of the ocean. 

X-COM: Terror from the Deep 
uses much the same engine as the 
award winning original game. 


However, this is all that has stayed 
the same. The aliens are totally new 
as are the technologies you need to 
investigate and the weapons you 
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Aliens abound beneath the 
waves in this X-COM sequel. 


many of the creatures of evil that 
now infest these planes. You have 
at your disposal 24 powerful 
magic spells useful for collecting 
and protecting the mana as well 
as for dishing out some damage. 

Your mouse is your main con- 
troller in Magic Carpet. It steers 
the carpet as ina flight simulation, 
and the left button fires your active 
spell. Move forward, backwards 
and side-to-side with the arrow 
keys. The Return key allows you 
to select a different spell. The first 
thing you should do is pick up the 
red vases in front of you, since 
those contain your spells. The fire- 
ball is an offensive weapon, while 
the silver ball spell is used to col- 
lect mana. 


Dangerous enemies abound 
in the world of Magic Carpet. 


will use to fight off the invading men- 
ace. To survive the onslaught, you 
will need to learn how to use alien 
weapons like Sonic Cannons. You 
will also need to have your agents 
master the arts of molecular control 
to aide them in capturing and con- 
trolling alien specimens. 

The mouse is your way to move 
around the screen. To move an 
agent, simply move the cursor to the 
area you wish them to move to and 
left click. When you spot an alien, 
you can take a shot at It by left click- 
ing on your weapon, then placing 
the cursor over the alien. The third 
button from the right on the top of 
the bar switches between agents, 
while the top right button ends a 
given turn. 


Maabus 


A new type of radiation is threat- 
ening the world. You are the best 
hope humanity has at discovering 
what it is, where it came from and 
what to do about it. You will pilot the 
new Krawler 1000, a remote scout 
vehicle, around the uncharted 


island where the radiation is coming 


486/33, Windows 3.1, 2xCD, 
SVGA, 4MB RAM, DOS 5.0 


Controller 


Mouse 


Available For 


PC and compatibles 


Designed By 


Microforum 


Technical Support 


(416) 656-6406 


Edward Carnby is back for an 
entirely new adventure. It seems 
that a movie being shot on the site 
of an old western ghost town Is 
being plagued by _ problems. 
Carnby, investigator of the bizarre, 
has been hired to investigate. But 
before Carnby can arrive on the 
scene, the crew is kidnapped. Now 
he not only needs to figure out 
what's going on, he needs to rescue 


386/33, 4MB RAM, DOS 5+, 
VGA 
Controller 


Mouse 


Available For 


DC and comnatihliec 
, ahd compalidies 


Designed By 


licroProse 


Technical Support 


(310) 576-1885 


Alone in the Dark 3|| Slipstream 5000 


all of the missing people and get out 
alive! 

To walk around the town of 
Slaughter Gulch, simply use the 
numeric keypad. If you find yourself 
in a combat situation, you will need 
to hold down the space bar and use 
the keypad to fight. Pressing the 
enter key will bring up your invento- 
ry. You will automatically be given 
the option to pick up items when you 
come across them. 

Please note: This demo requires a 
100% Sound Blaster compatible 
sound card, and will not run with a 
Kelvin 64 video card. 


With a name like Slaughter 
Gulch, this town is trouble. 


Buried in Time 


As a Temporal Security Agent, 
you have been entrusted with keep- 
ing the integrity of history intact. 
However, you have been wrongfully 
accused of altering the past. You 
must now journey back into the past 
to reshape history into its correct 
state and to clear your name. You 
will need to explore five different 
and diverse time periods to find all 


Requirements 
486/33, 8MB RAM, SVGA, 
CD-ROM drive, Mouse 


Controller 


Mouse 


Available For 


r) cal ee Ee | 
a 4 mnainac 
PC and compatibles 


Designed By 


OY ey se 
MicroProse 


Technical Support 


7 a, oe 
NicroProse 


of the clues you need to set things 
right and to prove your innocence. 

The Journeyman Project 2: Buried 
in Time contains stunning photo- 
realistic graphics and excellent live- 
action video sequences. The game 
also features an intense, non-linear 
plot line filled with mystery and 
intrigue. 

Please note: This demo may 
change your DMA in Windows. If 
you run a different memory configu- 
ration, you may run into a device dri- 
ver initialization error. 


Buried in Time features top- 
notch photo-realistic graphics. 


In the future, racing has taken on a whole new edge. Slipstream rac- 
ing is at astronomical speeds, and the hovercraft that race are mounted 
with blasters and other assorted weapons. The tracks make up the cir- 
cuit range in difficulty from the fairly straightforward to the deviously dif- 
ficult. Grab the power-ups along the way to help you pull past your oppo- 
nents and repair the damage you have taken. 

You can practice on a track to get the feel for the twists and turns. You 
can also select to run a single race against the full complement of oppo- 
nents. The ultimate challenge in the game Is to race a complete season. 

A joystick is recommended for this game. Button 1 acts as a throttle, 
while button 2 fires the selected weapon. The space bar selects between 

weapons and systems. The joystick 

controls like a flight simulation. 
486/33 or better VGA. 4MB Please note: This demo may run 
RAM without sound until you reboot your 
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Designed By 


MicroProse 


Technical Support 


(900) 288-GAME 


Prepare for the challenge of 
futuristic racing at its best. 


GEnie Online 


Get involved with some of the most exciting on-line gaming available! 
GEnie Online Services offer some of the most intense and interesting 
challenges in on-line gaming. And, since you'll always be facing human 
opponents, you'll never quite know what to expect next, and you'll never 
experience the same game twice. GEnie features over 20 different on- 
line games including Air Warrior, Gemstone Ill, Harpoon and 
Cyberstrike. You'll never want for an opponent. To sign up, call GEnie at 
1-800-638-9636 


ImagiNation Network 


On-line services can sometimes be dull, unexciting places. That's not 
the case with the ImagiNation Network. This service is set up to be like 
an amusement park. You can always find a game to play and someone 
to play with. Whether you are in the mood for a friendly game of cards 
or checkers, want something a little more exciting and dangerous like a 
role-playing game, or want to take on some other ace pilots in a dogfight 
to the death, the ImagiNation Network has something for you. For infor- 
mation on signing up, call 1-800-IMAGIN 1. : 


Problems with your 


gameDISC"? 


If you experience trouble get- 
ting a particular demo to run, 
you will need to contact the 
technical support services for 
the respective company. The 
number for these companies is 
provided in the description 
boxes on these pages. We are 
unable to provide technical 
support assistance for any 
problems you might experience 
with a particular demo. 

If you can’t get anything to 
work on the CD and/or receive 
error messages that indicate 
that the CD is unreadable, 
please contact CGR at (708) 
268-2498 for a replacement 
CD. 


pelaviele) > > / Aor 
900/90, IMB af, M, DOS It, 


SVGA 


Controller 


Mouse 


Available For 


PC and compatibles 


Designed By 


Sony imagesott 


Technical Support 


(310) 449-2393 
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Controller 
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Available For 
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Designed By 
Celeris/Interplay 


Technical Support 
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Designed By 
Technical Support 


\V A 
Controller 


ational Hockey Night 


In the mood for a little ice time? 
ESPN National Hockey Night fea- 
tures all 26 NHL teams and the full 
1995 rosters to give you the most 


So real, you might want to 
wear a helmet. 


Virtual Pool is such a realistic sim- 
ulation of billiards that Interplay 
guarantees it will improve your 
game of pool! Play at four different 


o 4 Heatoy Hate 
8 \ 4 re nals 
3 


Line up your shot and knock 
those balls down. 


Zorro 


Armed only with a whip and a 
sword, Zorro sets out to brave the 
wilderness of 19th century 
California. The defender of justice 


Swing into action as the noble 
defender Zorro! 


realistic action this side of the blue 
line. You have full control over your 
players’ actions, including slap 
shots and wristers, one-timers and 
five different types of checking! 
While the action goes on, you'll get 
play-by-play from ESPN's Bill 
Clement as well as full-motion NHL 
video clips. 

Please note: Running this demo 
the first time may cause your sys- 
tem to reboot. This demo does not 
include any sound. 


Virtual Pool 


styles of pool: 8-ball, 9-ball, rotation 
and straight pool. You can play 
against a human opponent, one of 
several different computer oppo- 
nents, or simply shoot by yourself. 
Use the mouse to place the cue 
stick in the position you want. To 
shoot, hold down the S key and 
Slide the mouse back and forth. You 
can adjust where you strike the cue 
ball by pressing and holding E, and 
you can adjust the angle of the stick 
by pressing and holding the A key. 


needs to foil the plot of the evil 
Cortez who has stolen the gold from 
the mission. Battle evil soldiers, 
man-eating plants and dangerous 
vultures as you explore this exciting 
world of danger and adventure, 
making the sign of the “Z!” 

While Zorro can be played with the 
keyboard, a joystick is recommend- 
ed. The arrow keys can be used to 
move Zorro around the screen, and 
the space bar can be used to make 
Zorro jump. 


Announcing Columbia House CD-ROM Direct. 
Everything from games to reference to “real-world” entertainment. 


Jumpstart King S ome Vil 7th Guest 
_ ergarten The Princeless Bride Interact. Game _ 5004700 
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Arc ade 


e Gar ame 


Doom Il 
Arcade Game 


Astronomica 
Ast tronomy 


WIN 
MACHLCIIT 


9033600 


eb 


Interactive 


Encyclopedia 


: 2 CD-ROMs for $9, Q5each 


Plus 1 more at great savings! (ce details below) 


How To Select CD-ROMs 
For Your sa ction 


SYSTEM CPU RAM PERIPH. 
: SYSTEM Button indicates the avail- 
_ able operating environment(s) for a 
_ given selection: DOS (for PC), 
Windows (for PC), Macintosh. 


CPU Button indicates the minimum 
processor required. If a title is 
available in PC and Macintosh 
formats, the top half of this button 
represents PC system require- 
ments and the bottom half repre- 
sents Macintosh system require- 
ments. Note: Ser.=Series, 
Class.=Classic, Pent.=Pentium. 
For Mac —- LC series includes LC 
475, Performa 475, Quadra, Centtris, 
Powerbook 180C, IIFX or better. 


RAM Button indicates the minimum 
~ amount of RAM required. 


PERIPHERALS Button indicates 
_ required peripherals. M=mouse, 
__ J=joystick, K=keyboard, P=printer. 


For all titles, the minimum system 
requirements recommended 
(unless otherwise indicated) are: 
Hardware: SVGA monitor (256 col- 
ors), sound card, 40MB hard drive, 
double speed CD-ROM drive. 
Operating System: DOS 5.0, 
Windows 3.1, Macintosh System 7.0. 


A whole new way to get the most exciting CD-ROMs - 
games, reference, edutainment and more — all at great prices! Just write in the 
numbers of the 2 CD-ROMs you want for $9.95 each, plus shipping and handling. 
In exchange, you agree to buy 4 more CD-ROMs in the next 2 years, at our regular 
prices (currently as low as $39.95, plus shipping and handling) 
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S you have no doubt noticed when you picked up this issue of CGR, there have 
been a few changes ‘round these parts. The cover price is new, as is the CD- 
ROM that you may well be holding onto as you read this. These changes, it 
seems to us, are the way of the future. This CD, and all subsequent CDs are 
loaded with demos supplied to us by the manufacturers of the games. We think 
it's a great way for them to get their product in front of you, the consumer, in a 
way that you can take a “test drive” so to speak before you plunk down a lot of 
cash. Everybody benefits. Additionally, we'll be offering the CD to our sub- 
scribers, unlike some of the other guys out there. 

The other major change concerns the staff of this magazine. | have to say, that 
while | don't like losing someone (and that’s only sort of what's happened here), 


it isn't something that CGR has had to deal with too much. But, we do now, and 
; here's why. Last month in this column, | discussed our new website, NUKE. As 
: it turns out, NUKE is a lot more work than we thought it would be. In fact, run- 


ning the CGR section of NUKE has turned out to be a full-time job. Because of 
this, our own beloved Kevin has been moved into the role of heading up the on- 
line division of CGR. 

| would love to have Kevin continue to review games for CGR every month, but 
it simply isn’t feasible. The website takes too much time for him to do that. He 
would either have to spend seven days a week in the office, which isn’t fair to 
him, or not play the games as thoroughly, which isn’t fair to you or to the pro- 


I’ve always 
thought that 
Kevin has been 


particularly : ducers of the games. The simple solution, then is to make a clean break in this 

insightful on : case. Kevin is now our official on-line editor, and sadly, he won’t be writing for 
, : CGR nearly as much as he did in the past. 

many of his = | gotta tell you, though, as disappointed as | am that Kevin’s work won’t appear 

observations...] in these pages as much as they have in the past, I’m extremely pleased that 


: : ‘ Kevin is remaining on the staff of CGR. So yes, he’s leaving, but he’s also stay- 
will miss r eading ing—the best situation for all of us. So if | may do this publicly, thanks, Kevin for 
his reviews ona : making the life of this editor lots easier over the past 18 months or so. I’ve always 
thought that Kevin has been particularly insightful on many of his observations, 
and | tell you truly, | will miss reading his reviews on a monthly basis. 

Because of this, and for this month only, I'll be stepping back into the review- 
ers chair. Next month, we will have somebody in place to take over Kevin's spot, 
but with E3 and all, we haven't had time to fill the position as of yet. But it will be 
filled by next month, certainly by the time you are reading this. I’ve got to tell you, 
| haven't reviewed anything since our September, 1994 issue, and a part of me 
has really missed it. I’m genuinely excited to step back into this position, if only 

° for one issue. 
COMPUTER =. But hey, life goes on. Next month, I'll introduce you to the new guy. Until then, 
GAME : enjoy the magazine, as well as the CD. 
REVIEW 
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“Tf he was 
anything of 
a Doomer 
he would 
Know that 
this weapon 
K) 
something 
to be 
reckoned 
with,” 
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To Pirates: 
Get a Real 
Job! 


his letter is in reply 
to the comments 
posted by the 
Disgruntled Fan whose letter was 
published in CGR’s May issue. 

To begin with, when | first read this 
guy's letter, a few questions came 
to mind: 

1) Did this guy actually PLAY Doom 
Il or did he just watch his “friend” 
play it? 

2) Is this some kid who decided to 
play with his mom’s stationary kit? 
3) Does he even have any Doom 
experience at all? 

And then after | had finished read- 
ing the comments about pirating a 
final question popped up: 

4) Does his guy need a job or 
WHAT!? 

| was completely taken aback by 
this guy’s complete  naivete, 
although | was pleased with the 
magazine's response. It was a clas- 
SIC. 

The “Disgruntled Fan’s” com- 
ments about Doom Il’s Super 
Shotgun were hilarious. A “pathetic 
toy?” If he was anything of a 
Doomer he would know that this 
weapon is something to be reck- 
oned with. When | play deathmatch, 
the Super Shotgun is my preferred 
weapon. The gun has a feeling of 
raw power to it that makes it one of 
the game’s greater weapons. | 
wouldn't mind playing deathmatch 
with this “Disgruntled Fan.” It might 
be rather enlightening. 

And in conclusion, | would like to 
state my opinion about pirating. 
Yes, software is *VERY* expensive, 
and sometimes even ridiculous in 
price. But that gives no rationale for 
ripping off the software companies 
that produce them. I’m a teen 
myself, and to me, that $50-$60 is a 
lot to spend. So when | want to go 
out and spend that money on a 
computer game, | do a lot of careful 
shopping. That is one of the main 
reasons linvested in CGR, so | 
don't go waste my $60 on a game 
that | play once and then take off my 
hard drive. Part of the reason the 
prices are so high is because of 


pirating, so | suggest that the pirates 
who find themselves complaining 
about the prices, stop and think 
about it. You can either continue to 
rip off honest game companies and 
continue to make the prices sky- 
rocket, or you can get a job. 
Logan Black 
Stanwood, WA 


Spot on, Logan. Anyone who 
played Doom II long enough to get 
the Super Shotgun (or as | prefer to 
call it, the Combat Shotgun) real- 
ized that it was a seminal weapon in 
terms of Doom. I’ve had a chance to 
talk to id’s Jay Wilbur about the fact 
that only one new weapon was 
included in Doom II, and his answer 
made perfect sense. There was a 
real concern that if more weapons 
were added, they would duplicate 
the effects of the weapons already 
in the game. 

If you think about it, you've got the 
bases covered. You've got the des- 
peration weapon (fists); the melee 
weapon (chainsaw), the starter 
weapon (pistol), the sniping weapon 
(shotgun), the default weapon 
(combat shotgun), the “| need to 
clear the room” weapon (chaingun), 
the distance hitter (rocket launcher), 
the “l REALLY need to clear the 
room” weapon (plasma gun) and 
the “Holy %*&#! Look at all the mon- 
Sters!” weapon (BFG 9000). The 
only thing that could have been 
added, really, is something like 
grenades. 


Disgruntle This... 


| would like to begin this letter 

by saying that | think your magazine 
to be of top notch quality and | look 
forward to each successive issue. 
You should be proud of yourselves. 
Now that | have dispensed with 
the pleasantries, | would like to 
address and comment on a few 
things | read in the May issue. The 
“Disgruntled Fan” from “around 
Pasadena” doesn’t strike me as 
being someone that is very familiar 
with what | like to call common 
sense. It's not very hard to figure out 
that when a sequel to a game is 
released, it will more likely than not 
be just like its predecessor (with 
maybe a minor change or two to 


increase playability or what have 
you). Take X-Wing for example. A 
wonderful game in all respects in 
my opinion. Then came TIE Fighter. 
Outside of the fact that you're flying 
for the other side and a few minor 
changes, the game interface/engine 
is still the same. And I've gotten 
tons of enjoyment out of both of 
them. Given these facts, my advice 
to the “Disgruntled Fan’ is to not buy 
sequels to games. When a comput- 
er game company spends hundreds 
of thousands of dollars to design a 
game, do you honestly think that 
said company is going to complete- 
ly redesign the game interface and 
engine, especially when a game like 
Doom gets to be as popular as it 
has? | doubt it. And if they do, they 
are risking losing fans of that partic- 
ular game and its eventual sequels, 
thereby risking income. So lay off 
Doom Il. | rather enjoyed it. 

My next discussion is for the same 
person. Ever since | became seri- 
ous about computer gaming, |’ve 
heard numerous arguments con- 
cerning software pirating. One thing 
| have noticed about the whole lot of 
them, is that no matter what excuse 
they give, and no matter what 
response they receive for that 
excuse (pirates call them reasons), 
they all think they are right. Take 
this excerpt from the “Disgruntled 
Fan” letter: “Sometimes piracy actu- 
ally earns money in the form of 
expansion disks. A primary example 
of this was X-Wing. When | pirated 
X-Wing | had no intention of buying 
it. That was before | tried it. | 
became hooked, and when B-Wing 
came out, | purchased it.” What?! 
I'm willing to bet that you eventually 
bought X-Wing and then pirated B- 
Wing! Stop me if I’m wrong. Let me 
ask you a question...is it too hard to 
play a game on a friend’s computer 
for a little while to see if you like it 
rather than pirate it? That's what | 
do. A friend will tell me about a new 
game he/she has, and ask me if | 
would like to try it out...on THEIR 
computer. If | like it, I'll go buy it. 
That's not piracy, because a legiti- 
mate copy was bought—actually 
two legitimate copies are bought if | 
like the game. Nothing is ever 
copied and given away. Nothing is 
ever copied and sold to someone 


else. 

Think about it like this—let's say 
that you are in business for yourself. 
You spend about 1 1/2 years and 
$500,000 coming up with an idea, 
designing it, building it and market- 
ing to make money (that's what 
being in business is all about, 
right?). Now let's say that you dis- 
tribute 10,000 copies of this product 
to sell at $55 apiece, to make the 
money that you've spent on this pro- 
ject, plus make a little profit (once 
again, that’s what being in business 
is all about). Only problem is, just 
the first 5,000 copies are bought, 
but over 20,000 people have this 
supposedly unique product in their 
homes. A little simple math tells us 
that, so far, you've only made 
$275,000. That’s only a little over 


company look good. And you're not 
making enough money to even sup- 
port yourself, never mind your fami- 
ly. That's too bad. Maybe if there 
werent people around to make 
copies of your stuff and give it to 
people you'd still be in business. It 
looks like the food stamp and wel- 
fare like for you, pal. Boy, those 
pirates can be a pain in the ass, 
can't they? 
| know, | know—all that stuff 
seems a bit far-fetched for you, but 
don’t worry. It'll never happen to 
you. Just the people that you've 
stolen from. So take the advice of 
myself and the editors of this maga- 
zine, “Disgruntled Fan,”...”"quit whin- 
ing and grow the hell up!” 
Chuck Cannon 
APO AE 


Maybe if there weren’t people around 


to make copies of your stuff and give it 


to people you'd still be in business. 


half of what you spent initially to 
make this product. And no one is 
buying the other 5,000 copies of 
your product because they either 
already have it, be it legitimate or 
not, or they know someone who 
knows how to make a copy and will 
give it to them for free (or sell it to 
them and keep the money for them- 
selves). So now, it looks to me as if 
you're about to go _ bankrupt 


because you can't pay the people 
who actually sat down and did all 
the hard work to make you and your 


irra jEALTH PARE wy UD AnmGn one 
Il Doom or not Il Doom...maybe those who didn’t think it was 
good didn’t play it long enough. 


Always nice to hear from someone 
in the armed forces. | suppose with 
a last name like Cannon, it was des- 
tiny that you'd be in the military in 
some fashion. 

The points you've raised are good 
ones, and the math you've come up 
with is something all software pro- 
ducers worry about. 

The best way | can think of to 
question the legitimacy of software 
piracy is this: If software piracy Is 
ok, why don't any of the pirates sign 
their letters or give an address? 


eee 


ae 


Pry 
at Sa Hit 
a MV 


Fi 
i 
: 
; 
: 
2 
= 


od as 


rye = = 


Meet the Chaos Engine—a side of merry olde 
England you’d rather not know. But forget about tea 
and crumpets and all that jolly rotten stuff. ‘Cause 
this arcade-action style CD-ROM game transforms 
your PC into a gruesome battlefield of psychotic 


monsters and ruthless warriors. We’re talking 


armor-plated, razor-toothed killing machines here. 


“The 

best two 

player game on 

ihe FC... a strong 
contender for the best 
Pe action game 

of all time.” 
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Games 


So pick one of six mercenary buddies, stock up on 
twenty-five deadly weapons and explore four 
fiendish worlds with 16 levels. But keep an eye 
peeled for mincemeat-making traps, life-saving 
power-ups and assorted keys. It’s Britain’s award- 
winning designers, the Bitmap Brothers, at their 


bloody best. God save the Queen? God save your ass. ; ’ ee @. 00136 
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The CGR Review 
Breakdown 


_ All numerical scores are 
based ona 1-100 scale, with 
scores in above 90 indicat- 
ing a superior effort. 

The numbers along the 

side of each review indicate 
how each reviewer feels the 
game rates in each of the 
five different areas. While 
‘each of these factors is 
important in determining the 
reviewer's final score for the 
game, they are in no way 
intended to necessarily 
average out to that review- 
-er’s overall score. The aver- 
-age score for each game is 
the average of the three 
overall scores for each 
reviewer. 

Games that average 90 or 
above receive the CGR 
Golden Triad award. A 
game that averages 95 or 
above receives the Platinum 
Triad. 

PC games are reviewed 
on Myoda 386 and 486 PCs 
and a Falcon Northwest 
Pentium using a variety of 
sound cards and controllers. 
Macintosh games are 
played on a Quadra 800. 
CD-ROM titles are played 
with double and quadruple- 
speed drives. 


COMPUTER 
GAME 
REVIEW 


Dark Farces... 


| am writing in response to the 
review of Dark Forces in your May 
issue. Overall | was extremely 
impressed with the game, and con- 
sider it one of the better purchases | 
have made. Although it is possible 
to pick apart any game, | don’t think 
your reviewers gave it the credit it 
deserves. 

Kevin started by naming it the new 
winner in the style over content 
race, one of his arguments being 
the omission of network play. | 
admit this aspect could have made 
the game better for some gamers 
that own modems, myself not 
included. He also cited the lack of a 
save feature to be a problem con- 
sidering the length of the levels. | 
don't know if he was criticizing the 
length of the levels, but | didn’t find 
the lack of a save feature to be a 
problem at all, in fact | think it made 
the game more enjoyable. For one, 
not being able to save your game 
before every big battle made the 
missions more exciting. If you 
screwed up, you have to play the 
whole level over again. Replaying 
levels means it takes longer for you 
to win, which | think most people 
consider desirable within reason. 

| don't understand why split-sec- 
ond jumps and timed runs are bad, 
and [I] also don’t know where the 
“needless repetition” is that Kevin 
mentioned [is]. 

Kevin panned the originality-and 
said that the enemies show ittle 
variety, and were all cookie-cuttered 
from the movies. When you are 
working with something as detailed 
and planned out as the Star Wars 
universe, | think the gamers would 
want something they're familiar 
with. You start pulling in new crea- 
tures and concepts and you'll have 
Star Wars fanatics going nuts. I’m 
fairly sure the point of the game was 
that you could see places and fight 
monsters seen in the vastly suc- 
cessful Star Wars movies. 

Ted seemed to agree with me a bit 
more—| too found the 45 second 
mission loading time a bit lengthy. 
As for the difficulty levels, I’m sure 
the power-ups change on harder 
levels (you just have to look careful- 
ly) and | think the enemies aim gets 


better too. 

Tasos seems to think Dark Forces 
went wrong with the Star Wars uni- 
verse. | rather think they didn’t go as 
right as they could have. After | had 
won the game | thought of the light 
saber, and what an interesting addi- 
tion that would have made. | think 
the Luke and Han angle was pretty 
well covered in the movies, and it 
would get boring to play again. If he 
doesn’t think the missions provided 
were dangerous enough maybe he 


should start playing it on the hard 
setting. 

As for Dark Forces having its own 
unique identity as a first-person 
game, | think it has achieved that 
already. The lack of innovation in 
level design mentioned | don’t really 
understand. The dictionary | keep 
by my computer defined innovation 
as “the introduction of something 
new’ or “a new idea, method or 
device.” If the many strategic ele- 
ments of the levels don’t qualify as 
innovative then I’m not sure what 
will. 

some of the complaints | had with 
an otherwise stellar game were that 
the Al could have been better, as 
Tasos mentioned, the relatively low 
number (14) of levels, and the fact 
that some of the levels’ floor plans 
didn't make sense for where they 
were supposed to be. For example, 
when on the Executor or Arc 
Hammer, the maps didn’t seem to 
conform to the shape of the ship, 


Dark Forces should get the credit it deserves. 


and areas such as living space, 
command rooms, engine rooms, 
etc. were not explored. As far as | 
see it, if you were on board a ship 
such as that, there would be vast 
areas that wouldn’t be necessary to 
go through, but it would add to the 
realism if they were there. 

All in all | think the game can be 
an enjoyable experience for many 
gamers, but | think your review did- 
n't make that potential clear. Fear 
not, for | highly doubt LucasArts is 


done with the Star Wars universe. 

Maybe Tasos will get his light saber 
in the sequel. 

Tim Maun 

Grosse Pointe, MI 


Hmmm. I'll tell you straight up that 
| liked Dark Forces more than just 
about anybody here except for 
maybe Ted. I'll also tell you that | felt 
there were some problems with the 
game. Evidence of “needless repeti- 
tion” can be found on level 4 when 
you need to keep running back and 
forth to flip all of the switches to get 
the metal sample. It's not really a 
puzzle—it's just time consuming. 
Same thing on level 12. Flipping the 
switches doesn’t take time to figure 
out, it just takes time to accomplish, 
and it's not needed. It doesn’t make 
the game more challenging, or if it 
does, the challenge is contrived. 

The cookie-cutter thing, | disagree 
with. | don’t like the fact that all of 
the Grans through detonators, even 
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The CGR 
Reviewers 


Steve: Back in the review 
crew after a long absence, 
Steve finds himself having 
just completed Dark Forces 
on the hardest level. Still 
recovering from E3, he has 
been seen pacing around 
the office waiting for Virgin 
to release Command and 
Conquer. Don’t worry, it’s 
coming soon. 


Ted: Ted consented to fly 
to the show this time rather 
than taking the train, and he 
is recovering from his post- 
flight stress nicely. He’s 
been pouring through press 
kits about all sorts of hard- 
ware goodies and wonder- 
ing when he'll be able to 
plug them into one of the 
systems here. 


Tasos: Tasos came to the 
realization that he is the only 
person in this industry with 
his first name, and therefore 
really doesn’t need a last 
name. He still spends too 
much time with NASCAR 
Racing at home, and in the 
Office is the guy most likely 
to be seen playing some- 
thing different every day. 


COMPUTER 
GAME 
REVIEW 


when it wasn't advisable. Why not 
let them sometimes use a gun? 
Same thing with the Trandoshans— 
they fire the concussion rifle even 
when it hurts them, too. As far as 
pulling in new creatures, no Star 
Wars fan seemed upset by the Dark 
Trooper idea. Nor did Star Wars 
fans get upset by LucasArts’ cre- 
ation of the Imperial Gunboat or TIE 
Defender in X-Wing and TIE 
Fighter. 

My problem with the level load 
time is the lack of a restart mission 
button. If | have to wait that long and 
then die immediately, | don’t want to 
have to sit through that wait again. 
That was poorly planned. And no, | 
didn't find the game overly innova- 
tive. There were new things in it, but 
the game itself was a Doom clone. 

As for the maps, keep in mind that 
a ship like the Arc Hammer is eight 
klicks in length. | don’t think the area 
you need to run around in is going 
to cover that, so it wouldn’t be 
shaped like the ship. 

Finally, we did give the game an 
average score of 88, and we did 32 
pages on it last month. | think that 
shows we feel Dark Forces has a lot 
more than just potential to be fun. 


Another Dark Review... 


Back in March, | eagerly awaited 
the release of LucasArts’ Dark 
Forces. | am a huge fan of all 3D, 
first-person action games and 
thought Dark Forces looked incredi- 
ble! So | plunked down the cash and 
brought it home to my PC. When | 
had finished loading the game, | 
couldn't wait to play it! 

And boy was it good! Not only did 
it look and play like the mega-hit 
Doom, it also surpassed it greatly in 
the graphics and sound department 
(in my opinion). | had an absolute 
blast playing it. Not only was it tons 
harder than Doom or Doom ll, but it 


Harder than Doom? It depends 
on who you ask... 


had heaps of strategy and even 
more in playability. The enemies put 
up a good fight and the sound 
effects were awesome. 

A few months later, | was greatly 
anticipating the Dark Forces review 
in your May issue. | hopped on 
down to the nearest bookstore and 
grabbed the closest issue | could 
find. | then brought it home and 
flipped straight through to the 
review. 

Boy was | disappointed! Not only 
did you bash the game’s Al and its 
lousy save option, but you also 
complained about the serious load- 
ing time. | too complained at first, 
but listen to this...haven’t you idiots 
heard of a boot disk? Once | made 
a boot disk the loading time was lit- 
erally cut in half! The game also ran 
much faster. 

In closing, | would like to ask you 
when the next Doom game is due to 
be released. Not only do | have 
Doom and Doom Il, | also have 


planning, pure and simple in this 
case. 

Personally, | think Doom II is a 
better game overall, has more 
Strategic elements, is more tightly 
created and more thoroughly 
planned. This doesn’t stop me from 
appreciating Dark Forces. | like the 
game, | just think there are a num- 
ber of things I'd change if | had the 
chance. 

Concerning the Al, it is weak. 
Witness the fact that you can toss 
detonators into the midst of a bunch 
of Stormtroopers and they don't 
react—they just blow up. One imag- 
ines the conversation. “Duh, look 
Bob, a thermal detonator set to go 
off in two seconds. Whadda we do?” 
“Duh, stay at your post, Joe.” 
BOOM! 


Fun Stuff... 


Sebastien Maingot’s letter inspired 
me, so here it is: My top 10 list of 


Heretic (very cool), Descent (even 
cooler), Wolfenstein 3D, Blake 
Stone (yek!), and I’m going to pur- 
chase Rise of the Triad any day now 
(Blood! Cool!). Thanks for your time. 
Aaron Allen 

Bountiful, UT 


Yes, we idiots have heard of boot 
disks. That shouldn’t matter in this 
case. If I’m playing on a P90 (which 
| am in the case of Dark Forces), it 
shouldn't have a long load time. If it 
does, | can deal with that. My prob- 
lem is not with the load time itself 
but with the fact that there isn’t a 
mission restart option if you want to 
Start the mission over. It would have 
seemed like a natural addition, and 
not that hard to put in. 

! understand the lack of the save 
game (see the interview in the Dark 
Forces strategy guide last month) 
as a function of the way LucasArts 
products of this nature have always 
worked. However, this game war- 
rants a mission restart option and it 
should have had one. It was bad 


things | like to do when | have too 
much time on my hands: 

10) Myst: Finish the game without 
bringing the guy the page. 

9) Flight Simulator 5.0: Crash into 
buildings. Woopie—CRUNCH 
SMASH! 

8) Magic Carpet: Set trees on fire. 
Strangely amusing. | like the sound. 
7) X-Com: Get everyone really 
close together and launch a blaster 
bomb into the group. 

6) The Incredible Machine 2: See 
how many different ways | can tor- 
ture Mel. ‘Nuff said. 

5) Anywhere: Make faces! (: ): 
0: (| c: ) Use your imagina- 
tion! (Turn the page sideways to see 
them. -ed) (0 <8) 

4) Return to Zork: Listen to the 
drunk say..."Want some rye? 
‘Course ya do!” If you have played 
the game, you understand. 

3) Doom Il: Use “Dehacked,” edit 
the DOOM2.EXE and make the 
plasma blasts do 1000 damage to 
enemies. 

2) Doom |! (again): Use “Dehacked” 


Fear is all in your head. 


Then again, so is the computer chip that will kill you in 12 hours. 


a. a 


™ 


a new groundbreaking CD-ROM game for the PC and MAC 
based on the short story and screenplay by William Gibson 


"Best film action in a game yet!" - Johnny Wilson, Computer Gaming World 
"An unprecedented hybrid of computer game and feature film” - Premiere 


"Killer interface. No windows, no boxes, no cursor. Sucks you straight into 
real cinematic space and drops an entire world on your head.” - William Gibson 


SEE THE MOVIE SOON AT A THEATRE NEAR YOU. 
>>http://www.mnemonic.sony.com: >Play the Johnny Mnemonic Cyber Hunt contest. Win gigabytes of prizes.>> 


SONY 


IMAGESOFT 


Play a 21st century Multiple paths with A multi-million dollar, 
data courier with a lot real-time fights and seamless, non-stop 
on his mind. decisions at every turn. movie that you play. 


Johnny Mnemonic CD-ROM game is distributed by Sony Imagesoft, 2400 Broadway, Suite 550, Santa Monica, CA 90404. Underlying game code ©1995 CineACTIVE, LLC. ©1995 CineVisions in trust. All Rights Reserved. Johnny Mnemonic is a trade- 
mark of CineVisions in trust. Feature Film: a Robert Longo Film, a Peter Hoffman, Staffan Ahrenberg and Alliance Communications presentation. Sony and Betacam are registered trademarks of Sony Corporation. Imagesoft and the Quill Design logo. 
are trademarks of Sony Electronic Publishing Company. Ali Rights Reserved. CD-ROM game: ©1995 Sony Electronic Publishing Company. All Rights Reserved. Propaganda Code and logo are trademarks of Propaganda Film, Inc. Quicktime and the 

Quicktime logo are trademarks of Appie Computer Inc. used under license. 
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and make the plasma gun fire 
corpses! 
1) Windows 3.1: Find new and 
exciting ways to make it glitch. Trust 
me, it ain’t hard! 
Dane Petersen 
Minnetonka, MN 


This is a solid list of ten fun things 
to do with your spare PC time, 
although I'm going to venture a 
guess that #1 usually happens 
when you aren't trying to do some- 
thing unusual. 

Also, concerning Mel in TIM 2, 
there isn’t much more fun than beat- 
ing on the poor guy and pretending 
he’s your boss, your mortgage com- 
pany, the jerk who almost hit your 
car on the commute home, etc. 
Personally, | like making him fall 
from the top of the screen onto 
things that make him bounce. If you 
can do it right, you can kill him (in 
TIM 2 he just falls asleep) and still 
have him bouncing around. Placing 
the cat in the middle of a dozen pin- 
ball bumpers and flippers is also 
wildly amusing. 

Also, since that list occurred, I’ve 
discovered just how much fun it is to 
kill Stormtroopers in Dark Forces by 
blowing up the power units on level 
12. If you can do it in an area with a 
high ceiling, they tend to shoot up 
about 40 virtual feet in the air. Tasty! 


X-Com-pletely Wrong... 


A few days ago | wrote to you con- 
cerning my dilemma over the game 
X-Com, which | could not get to play 
at other than Beginner level. | told 
you that | had written MicroProse 
about this but had not yet received a 
satisfactory reply. | suggested that 
you might want to look into it. 

This letter is to tell you that the 
matter is now cleared up, but that 
the resolution will probably disap- 
point a good many gamers. This 
afternoon | received a phone call 
from Brian Hellesen at MicroProse. 
He told me that, much to their sur- 
prise and inexplicably, | was quite 
right. X-Com plays only at one level, 
Beginner. The figures for the other 
levels, in the Ellis strategy guide, 
were obtained from MicroProse and 
were supposed to be in the game, 
but they aren't. 


5 52. 


THURSDAY 
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Terror from the Deep doesn’t suffer from the problem the original 


X-Com does. 


| would imagine that this is news- 
worthy. It means that anyone who 
thinks he has mastered the game 
has in fact only played it at the eas- 
lest level, and it virtually destroys 
any replay value the game might 


have. The fact is that X-Com, won- 
derful though it is, is an easy game 
at beginner level once you have 
mastered the tactical procedures. 
Imagine how challenging it would be 
if the aliens, instead of having firing 
accuracy percentages in the 26- 
33% range, were at 58-76%. 
Imagine what a challenge it would 
be if the dreaded Chryssalids, 
instead of moving at a rate of 110 
Time Units were to move at 124. 
Imagine what a counterterror mis- 
sion would be like if, instead of 
encountering 10 to 16 aliens, you 
encountered 18 to 24. Those are 
some of the differences between 
Beginner and Superhuman levels. 

Unfortunately, all we apparently 
will be able to do is imagine this, 
since Mr. Hellesen told me that 
MicroProse probably will not be 
doing anything about correcting the 
flaw. The game is a year old and the 
new Terror from the Deep does not 
have the problem. 

| wonder how an error like this 
occurs. In an earlier letter, 
MicroProse told me that “the only 


version of X-Com we have ever 
seen that has only one difficulty 
level is the demo version of the pro- 
gram.” What did they do, copy the 
demo version by mistake? Where is 
their quality control? 


First the Pentium chip, now this. 
But this, unlike the Pentium chip, 
affects all who use the product. 
Sigh. 

Brian Libby 
Faribault, MN 


You are correct that an issue like 
this is extremely newsworthy, so we 
did a little checking ourselves. And, 
while | would love to tell you that 
you got something mixed up, you 
didn't. In fact, you are spot on on all 
counts concerned. 

According to several people at 
MicroProse, the game does only 
play at the one level of difficulty and 
there are not any current plans to 


correct this. It does limit the chal- 


lenge (as well as my own personal 
accomplishment of winning the 
game by the end of September on 
what | thought was Medium). It’s a 
shame that such a tremendous 
game has been tarnished like this. 

And | tell you, | really wondered 
why Terror from the Deep was so 
much harder than X-Com. Now | 
know why. 


0 YL |The competition] 


WE HAVE STATS. caves > > THEY HAVE STATS. 


= se = 


WE HAVE “3-D RENDERED” Zz : 
MAJOR LEAGUE BALLPARKS. OPV Mo tet © © © © e @ THEY HAVE STATS. 


WE HAVE ALL THE MAJOR LEAGUE 
TEAMS, AND ALL THE (-- ae eee eee THEY HAVE ALL THE STATS. 
MAJOR LEAGUE PLAYERS. | 


What good are stats if your players look like a bunch of mutants? ESPN Baseball Tonight is the first PC 
baseball game to Combine great stats with all 28 major league teams, all the players, and great gameplay. 

We filmed live players and digitized them into the game using 15,000 frames of player animation. So you'll see 
every detail, from the baserunners nervous lead to the batter’s depressed walk back to the dugout after he whiffs. 

Super VGA graphics display the game in 256 colors — more than any other game. Even the management is 
realistic. You can trade, edit and change players stats. With over 10 minutes of video highlights, instant 
—10}8'4 replays and ‘live commentary fom ESPN’s Chris Berman and Dan Patrick, this is the most realistic 
PC baseball game out there. If you don’t believe us, our competition has plenty of statistics to prove it. 
"| For PC CD-ROM and floppydisk. Also available for Super Nintendo, eS 

[Every agsiie eiseeseOsseeRACTICE. Sega Genesis and Sega CD. 


SPN BASEBALL TONIGHT patra TED BY SONY iwacesorT, 2400 BROADWAY Suite 550. Santa Mo INGA CA 90404. SONY is A REGISTERED TRADEMARK OF SONY COR | IMAGESOFT IS & TRADEMARK OF Sony ELectronic PuauisHinc. ©1994 Sony Electronic PuBLisHING Co. ESPN AND BASEBALL TONIGHT ARE TRADEMARKS OF ESPN, INC 
EGA, GENESIS AND: SEGA CD: ARE TRADEMARKS OF SEGA ENTERPRISES, LTD, ALL BIGHTS RESERVED. SUPER NINTENDO ENTERTAINMENT SYSTEM |S A REGISTERED TRADEMARK OF NINE America, Inc. ©1994 NinTENDO OF AMERICA, INC. ALL RIGHTS RESERVED. OMLBPA MSA. OFFICIALLY LICENSED BY THE MAJOR LEAGUE BASEBALL PLAYERS ASSOCIATION. 
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Battlecruiser 3000 
goes through another 
tough time with a 
distributor... 
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Internet gaming hits 
the big time at the 
Electronic 
Entertainment Expo... 


Could this be the 
PC dream date of 
female computer 
gamers? 
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GAMING 
GURUS 
BIG BASH 


ES, both the summer and 
winter varieties have never 
been about games. While 
these shows have included 
electronic gaming in the mix 
of items at the show, the shows them- 
selves have covered the gamut of con- 
sumer electronics. The gaming industry 
recently convened in Los Angeles to 
prove that a gaming-only show could 
WOTKK. 


And work it did. For the first time, the computer and video gaming indus- 
tries had a show that they didn’t have to share with business applications, car 
stereos or high-definition television. The Electronic Entertainment Expo, or 
E3, ran from May 11 through May 13 and provided industry insiders with a 
look at the hottest in games to come. 

This inaugural E3 was a great success in virtually every area. The con- 
vention center was relatively compact, and since the entire show floor was 
dedicated to interactive media and related industries like computer hard- 
ware, every booth had something to offer the gaming professional. It was 
much like a CES without the frustrating cab lines or the necessity to walk 


through areas that didn’t relate at all 
to gaming. 

The success of E3 comes imme- 
diately on the heels of the 
announcement by the Electronic 
Industries Association's Consumer 
Electronics Group (EIA/CEG), the 
owner, manager and sponsor of 
CES, that the Software Publishers 
Association has backed the 
Summer CES to take place in 
Orlando in 1996, scheduled to be, 
like E3, a show dedicated to inter- 
active media. Several days after E3, 
CES also announced the backing of 
the Electronics Representatives 
Association and the Interactive 
Television Association along with 
the support of several major indus- 
try trade magazines. 

Like any good CES, E3 was full of 
major announcements and moves. 
Among the most significant was the 


announcement from 7th Level that 
the company will be creating a new 
CD-ROM title in conjunction with 
Quincey Jones-David Salzman 
Entertainment. The new venture, 
QD7, is a joint venture between the 
two companies that will create 
potentially a series of CD-ROM 
titles. The first, Q’s Jook Joint, does 
not have a scheduled release date 
as of yet, but is likely due out by the 
end of the year. QD7 continues 7th 
Level’s tradition of getting top peo- 
ple from other industries to work on 
projects. Quincey Jones, a legend 
in the music world, has won 26 
Grammy Awards, an Emmy and has 
been nominated for seven Oscars. 
Another significant announcement 
at the show was Sigma Designs 
entry into the computer game distri- 
bution market. The company, 


known for the development of the 


RealMagic MPEG system, will begin 
publishing a number of interactive 
titles in the entertainment, infotain- 
ment and edutainment markets. 
The first title, Silent Steel, is in 
development by Tsunami Media. 
Sigma Designs plans on bringing 
this title as well as eight other CD- 
ROM products to market by the end 
of this year. 

Another significant signing was 
the distribution deal signed between 
Magnet Interactive Studios and 
Twentieth Century Fox Home 
Entertainment. Under the terms of 
the deal, Magnet will have access to 
all of the various marketing and 
public relations resources of the 
media giant, as well as the ability to 
develop Fox licenses for interactive 
media platforms. 

In a final signing note, Ocean of 
America acquired the screen saver 


line from Asymetrix. Among the 
titles in the Asymetrix screen 
saver line are Jurassic Park, The 
Pink Panther and The Rocky and 
Bullwinkle Show. Coming titles 
include Where’s Waldo, The 
Rolling Stones, Waterworld and 
Mission Impossible. 

On the interactive movie front, 
both Origin and Take 2 had sig- 
nificant developments. At E3, 
Origin announced that Wing 
Commander IV was underway 
and that shooting was beginnirig 
on the project. Additionally, all of 
the major players from Wing 
Commander lllhad been 
resigned to take part in the fourth 
game. Take 2's Ripper will fea- 
ture an eclectic cast as well, 
headed by Christopher Walken 
and John Rhys-Davies. 


oteve Honeywell 


THE HOT HUMBER 


Internet Gaming 
Comes of Age 


One of the biggest trends of late 
has been network and modem sup- 
port for computer games. In fact, it 
has become so much of a trend that 
a game that does not include these 
features is considered suspect by 
some gamers. However, this trend 
may soon be overtaken by the idea 
of gaming across the Internet. 

While there were several impor- 
tant on-line gaming hints at the 
recent E3 show in Los Angeles, the 
announcement from Parker 
Brothers and Virgin Interactive is 
one of the most significant. The two 
companies are creating a version of 
the board game classic Monopoly* 
that can be played across the 
Internet. More importantly, the 
game can be played by users in dif- 
ferent countries with different lan- 
guages and different currencies. All 
of the transactions are converted in 
every sense, including currency, in 
real time. 

Among the other features is the 
ability for users to create their own 
computer opponents that can be 
played against over the Internet by 
other players. In fact, users could 
have their computer creations play 
each other in a computer-only 
game. 

Monopoly will be available on CD- 
ROM for both the PC and Mac. The 
distribution will be handled by 
Virgin, with a price tag currently esti- 


dented 60 different aircraft to 
choose from. Additionally, players 
will be able to plug directly into the 
game via TELNET connections 
operating at 14,400kb to avoid com- 
munication lags. Confirmed Kill will 
be available for play exclusively in 
an on-line format. 


Interplay and Acclaim 
Strike a Bargain 


Software giants Interplay and 
Acclaim have agreed to a distribu- 
tion deal in Europe. The terms of 
this deal give Acclaim Distribution, 
Inc. the exclusive rights to Interplay 
video game, PC, Macintosh and 
Amiga software in Germany, Austria 
and Switzerland. 


StoneKeep will ship in parts of 
Europe under the direction of 
Acclaim Distribution, Inc. 


Interplay president Brian Fargo 
commented that the deal was 
signed because of the strength of 
Acclaim in those _ particular 
European markets. 

Under this agreement, Acclaim will 
distribute over 20 Interplay titles in 
Europe per year, with the newly 
released Virtual Pool being the first. 


Among the other titles in the agree- 
ment for 1995 are Waterworld, 
based on the upcoming Kevin 
Costner movie, Descent 2, 
Dungeon Master Il, Frankenstein: 
Through the Eyes of the Monster 
and StoneKeep. 


SkyBox Enters 
the CD-ROM Fray 


Trading card giant SkyBox is the 
latest Company in non-interactive 
media to make a stab at creating 
games for the PC. The company’s 
first CD-ROM title, tentatively called 
SkyBorg: Into the Vortex is set to 
debut in October of this year. 

The game centers around 105 
characters created for SkyBox by 
five artists including Dave Dorman, 
Brian Stelfreeze and Dave McKean. 
All of the characters will appear first 
in a SkyBox trading card set of the 
original paintings of these charac- 
ters. This card set, planned for a 
September release, will be called 
the SkyBox Master Series”: 
Creators Edition. 

The cards themselves have been 
incorporated into the CD-ROM title. 
In the game, the universe has been 
placed into 2D stasis, making all of 
the characters effectively trading 
cards. 

While SkyBox vice president Scott 
McCauley claims that the cards do 
enhance the CD, he stresses that 
they are not required for the game. 


The total number of 
single scenario possi- 
bilities (each scenario 
at each level of diffi- 
culty and as each side) 


mated at $39.99. 

Another major development was 
Domark’s announcement _ of 
Confirmed Kill. This World War Il- 


PASS THE VIRTUAL CARROTS 


Nolan Bushnell, founder and 


The dining facilities will offer a 


in QQP’s The Perfect 
General Il. 


og time this year in Silicon Valley. use as a virtual playground, sever- 
According to Bushnell, there are a al of the areas will be used as 
REVIEW Domark’s Confirmed Kill g 


era flight simulation allows over 500 
people to participate in the same 
mission over the Internet. In short, 
900 gamers could conceivably get 
together and recreate the Battle of 
Britain or bombing raids over Berlin. 

This game will offer an unprece- 


makes Internet gaming state- 
of-the-art. 


CEO of the Atari Corporation has 
launched a new venture he hopes 
will take dining out to a whole new 
level. Bushnell is Chairman and 
CEO of E2000", which will apply 
the latest in virtual technology to 
three leisure areas—Education, 
Entertainment and Exercise—and 
will include within its 25,000 
square-foot environment an inter- 
active dining area. 

The first E2000 Interactive Family 
Center is scheduled to open some 


number of franchise locations 
expected in 1996. 


number of “leisure meal choices” 
that will be prepared in a 6,000 
square-foot exhibition kitchen. The 
tables will be equipped with 
response buttons to encourage 
guests to play along with the televi- 
sion event being shown. 

In addition to the dining area, 
each E2000 franchise will be 
equipped with 30-person immer- 
sive theaters, and, educational cur- 
riculum and several on-line-style 
games. Additionally, when not in 


venues for aerobic workouts and 
sports training. 


With the right game, 


it's fifty times faster 


than any kid 
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Here's the right game. 


Break into a new 
dimension. Attack, 
sidestep—even hurl 
your opponent 
towards the camera. 


Hear that giant sucking sound? Little brothers everywhere are kissing up to play FX Flying 3D Camera. 
Fighter, the most advanced fighting game ever created for the PC. But before you slam Not just a highlight 


the door on the little Desperado, tell him what he's missing: Hn eponed 
view changes as 


eArcade Action & Incredible Speed. FX Fighter was specifically designed to take you attack. 
advantage of your new Pentium, but it still screams on a 486, too. 


°Real-Time 3D. FX Fighter is first to use BRender™ technology, the most advanced 3D 
rendering system ever developed. 


eReal Motion Capture. We recorded over 350 actual sequences from martial artists and 
acrobats for this game. Roundhouse kicks have never been so smooth. 


eFlying Camera. Forget side-only views. We've got every 
angle covered—in three dimensions. 


More Moves. Choose among eight characters, with over 40 
attack moves each—including incredible combinations. 


*!.Q. Points. For about the cost of a two-bit game cart you'll 
get a superior game with fifty times the speed, four times the 
color, and twice the resolution. Very smart. 


yy @ AYEEvs4 = Confidence. To get previews, more information or 
on eer order, call 1-800-GTE-TODAY. Or access our web page at 
da - _ http://www.im.gte.com. 


ual PC Gamer magazine described FX Fighter as "ground-breaking." GET !7 OR DIE TRYING, 
dail we're grateful. But to be honest, with all that power sitting on the desktop, we just For 486/Pentium 
felt that the last thing the world needed was another damn word-processor. PCs with CD-ROMs. 


‘G ARGOWAUT | GT Entertainment. 
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THE HOT NUMBER 


The number of people 
estimated to have 
attended the recent E3 
show in Los Angeles. 


Crossing the 
Gender Gap 


Computer gaming has long been 
thought of as a male-dominated 
market. The majority of titles avail- 
able are skewed towards a male 
audience, particularly younger 
males. American Laser Games has 
decided to do something about that 
with the creation of a new division 
called Games for Her. 

American Laser Games and 
Games for Her are hoping that the 
non-violent play, high-quality video 
and realistic themes will appeal to 
girls between the ages of 9 and 14. 

McKenzie &Co., the first title 
planned by Games for Her, centers 
around a group of friends. 
Throughout the game, the player is 
challenged with real-life dilemmas: 
cut school or go to class? Let a 
friend hash out romantic problems 
or get involved? 


Could this be the dream date 
of girls everywhere? Games 
for Her thinks so. 


The central plot to the game is a 
dare that circulates at a slumber 
party. The player's task is to get a 
date, hopefully the prom, with one of 
the six most eligible guys at the 
school. 

With the announcement of Games 
for Her comes the release that the 
new company has inked a deal with 
Daniel Weiss Associates, Inc., one 
of the most successful producers of 
books for young adults, including 
the enormously successful Sweet 
Valley High series. The joint venture 
will start a world-wide on-line ser- 
vice and will create both books and 
CD-ROM software marketed for 
girls. 


Prima Hits the Books 


Prima Publishing, the premier 
name in computer and video game 
hint books, has announced a new 
line of products. Under the new ban- 


ner Proteus, the company will be 
producing works of fiction based on 
best-selling computer entertainment 
software. 

The idea of fiction based on com- 
puter games is not a new one, with 
both King’s Quest and Wing 
Commander having a series of nov- 
els to back up the software. 
However, the Proteus imprint has a 
total of nine titles-slated for release 
this year. 

Among the games that will be 
making their way into print are X- 
Com, The 7th Guest, Under a Killing 
Moon, Wizardry and Star Crusader. 
The new line of books has been 
well-received initially, with both 
bookstores and computer stores 
looking to carry the titles. 


Going at a Snail’s Pace 


LucasArts has had a number of 
successful titles in the computer 
gaming industry, which begs the 


a 
If it looks like those two comic 
books are the same, you're almost 
right. The one on the left, Hellina #1 
from Lightning Comics is your stan- 
dard poorly-drawn, big-busted 
heroine comic for $2.75. The one 
on the right is also Hellina #1, also 
poorly-drawn and also featuring a 
big-busted heroine. It’s the same 
comic on the inside. However, the 
one on the right sells for $9.95. 
Why is that one so much more 
money when you're getting the 


question of why the company is 
doing something to shake things up. 
However, the company has 
announced its intentions to go after 
a younger audience with some of its 
upcoming titles. 

The first game in the LucasArts 
line targeted for children is Mortimer 
and the Riddles of the Medallion. 
While the game itself will be geared 
towards a younger audience, the 
Story, graphics, sound and anima- 
tion will meet the high standards of 
previous LucasArts titles. 

While the launch of Mortimer, a 
game about the adventures of a fly- 
ing snail, indicates a whole new 
direction for the company, 


LucasArts will continue to produce 
and market the adult-targeted 
games that have made them a pre- 
mier developer. 


Mortimer marks LucasArts’ 
entry into games for the 
younger set. 


same art and story? The folks at 
Lightning have a very good reason. 
You see, the comic book on the 
right features the heroine, Hellina, 
nude on the cover. That’s right, for 
an extra $7.20, you can get a crude 
drawing of Hellina’s butt and part of 
her bust. And just so you know you 
got your $7.20 worth, it also comes 
with a certificate of authenticity. 

Just keep repeating to yourself, 
“It's only a comic book. It’s only a 
comic book.” 
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Available 
» 4 on CD-ROM 
and ee 


@ Asports strategy simulation based on the orig- 
inal game design by Games Workshop" 
League, season and exhibition battles 
Free agent claiming option 


Let, Lt Single or two player competition 
Reeaesin 8 authentic Blood Bowl teams with original 


fight songs 
Skills 
Dodge 


Instant replay and exclusive “Sky-Eye” Blimp 
Cam 

Head-to-head modem play 

Humans, orcs, dwarfs, skeletons and real 


ugly cheerleaders 


GAMES 
WORKSHOP 
For more information or to Order, Call MicroLeague: 


1°800°334°6572 


or FAX us at (302) 368-8600 


This product contains artwork, characters, and imagery the copyright and all other rights in which are the 
property of Games Workshop Limited and which are used with its permission. Games Workshop, Blood 
Bowl, and Warhammer are registered trademarks of Games Workshop Limited and are used with permis- 
sion.Computer Game design by Subway Software. ©1994 Games Workshop Limited. ©1994 
MicroLeague Interactive Software. All rights reserved 
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“My biggest 
complaint is 
that I wish 
LucasArts 
would come out 
with more 
graphic 
adventures 
since I think 
they do them so 
well,” 


COMPUTER 
GAME 
REVIEW 


ucasArts’ Newest Action Adventure: 
ramine Wheels Not Included 


leisurely? 


It can't be, and it isn’t. When 
adventure games make the claim 
that you control the action they cer- 
tainly don’t mean action like holly- 
wood likes to use it. Instead they 
usually mean you propel the plot. 

Full Throttle, as “A Heavy Metal 
Adventure,” is full of high-revving, 
sub-woofer rattling action. Sure it 


Although the Mink Farm is 
along the highway, it is not 
easy to get to. 


plays in the usual manner, and in 
fact the interface is about as 
stripped-down as it can get. 

You control Ben, the leader of a 
motorcycle gang known as the 
Polecats who finds himself in a bit of 


a bit of a jam to start the game. Ben 
is a throaty, square-jawed tough 
guy of few words, who will not hesi- 
tate to let his fists do the talking in a 
dispute. 

His present situation will take 
more than his fists to get out of, 
however. It will take your skills as a 
gamer to solve puzzles and figure 


Mellonweed at night is not 
exactly jumping. 


out the right strategy to be executed 
in two different arcade sequences. 
Those of you familiar with 
LucasArts’ last graphic adventure, 
sam & Max Hit the Road, will have 
a pretty good idea of what to expect 


Maureen knows more about bikes than anyone around. 


raphic adventures have traditionally been slow-paced, 
a leisurely walk through a fantastical world in search 
of that ever elusive hot spot. With a title like Full 
Throttle, how could this newest LucasArts release be 


here. In fact, Jo Ashburn the writer 
of Sam and Max’s manual and hint 
book, among other LucasArts man- 
uals, has finally got his chance to 
flex creative muscle as the author of 
Full Throttle. 

The animation and graphic style is 
Similar to that found in Sam and 
Max, but the feel is much different, 
as might be expected considering 
the dissimilar themes. And, of 
course, it is not quite as wacky, but 
it still has some of that amusing flare 
that LucasArts does so well. 


The Road is No 
Place For a 
Business Suit 


All motorcycle gangs in the game 
ride one brand of bike, those from 
Corley Motors, not only because of 
its cult following, but also because 
Corley has effectively eliminated 
any competition by radically down- 
sizing their work force and stream- 
lining manufacturing through roboti- 
zation. The man responsible for this 
success is Adrian Ripburger, 
Corley’s Vice President. 

Ripburger quickly rose to execu- 
tive status ten years ago following 
his appointment by founder and 
CEO Malcolm Corley. Strangely 
enough, Ripburger knows about as 
much about motorcycles as 
Malcolm Corley knows about 
spread sheets. But the combination 
of their skills and their consequen- 
tial success has brought in many 
investors. 

Ripburger has announced today 


that the annual Corley Motors 
shareholders’ meeting will be the 
scene of a dramatic change in pro- 
duction and marketing strategy. 
Malcolm Corley has declined to 
comment, although insiders say he 
is not exactly supportive. 

As the two ride in the back of their 
Hoverlimo to start the game, they 
are overcome by a motorcycle 
gang, and the leader at the front of 
the pack chooses to ride right over 
the vehicle. It's the Polecats and 
Ben’s tire marks are the ones now 
across the hood of the car. This 
excites Malcolm Corley as he 
remembers his riding days, but the 
stiff Ripburger is less than thrilled. 
Malcolm wants a motorcycle escort 
to the shareholders’ meeting, but 
Ripburger deems it inappropriate. 


Before he knows what hit him, Ben 
awakens in the Kickstand garbage 
dumpster and everyone else is 
gone. 


Things Can’t Get 
Much Messier...or 
Can They? 


After Ben gets out of the dumpster 
the adventure begins. What has 
happened to the rest of the Polecats 
and the Corley Motors Hoverlimo? 
This is what you'll soon find out. 

After Ben recovers the keys to his 
bike, he’s on his way down the road. 
At a rest stop, Ben witnesses the 
murder of Malcolm Corley at the 
hands of, who else, Adrian 
Ripburger. Adrian’s plan for the 


But why keep her a secret? 
Protection, maybe? Or is it all a part 
of Ripburger’s overall plan to run 
Corley Motors himself? 

Whatever the case may be, it is up 
to Ben to get to the shareholders’ 
meeting and stop Ripburger from 
carrying out his plan, then make 
sure he pays for the brutal murder of 
a helpless old man. 


Punch and Kick 
Your Way to 
Corley Motors 


The interface for the game is very 
simple. A red box appears around 
the cursor when it passes over a hot 
spot. By left-clicking and holding the 
mouse button down, the interface 


“It'S a lot more like an Indiana Jones 
game, where funny things happen in the 
midst of a serious story.” 


As they ride along Highway 9, they 
decide to stop at a roadside dive 
called the Kickstand, a desert oasis 
and hangout for the Polecats. The 
Polecats are hard up for some cash, 
but Ben is not too concerned. 
Malcolm enters the bar to toss back 
a few with “his kind” and offers the 
Polecats the job to escort them to 
the meeting. Ben refuses, but 
agrees to listen to Ripburger out 
back when he hears that the old 
CEO is in his dying days. 


Re 
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Use whatever weapon you can find on Mine Road. 


future of Corley Motors is one that 
Malcolm would never agree to: 
building minivans instead of motor- 
cycles. So Malcolm is conveniently 
moved out of the way. But who will 
take the rap for the murder? The 
Polecats and particularly Ben, of 
course. Now Ben must not only stop 
Ripburger, get the Polecats out of 
jail, clear his name, but also get the 
rightful successor to the Corley 
Motors throne, Malcolm’s secret 
daughter Maureen. 


appears and you can perform four 


different actions on the hot spot: 
Look at/Examine, Talk to/Use 
mouth, Pick Up/Punch/Use and 
Kick. To access Ben’s inventory you 
simply right click and choose an 
item. 

Besides visiting a number of dif- 
ferent locations and having to figure 
out what to do there, the game will 
also require you to successfully 
complete a couple of arcade-like 
sequences, where learning what 
works and what doesn’t is just as 
important as good hand-eye coordi- 
nation. 

The first one will occur when Ben 
takes a detour down Mine Road to 
find the hideout of the gang called 
the Cavefish. As you might expect, 
it is in a cave somewhere along the 
road, but is invisible to the naked 
eye. To reveal it, Ben will need to 
acquire a pair of electronic goggles 
from one of the Cavefish members. 
This will give him the vision he 
needs. 

To make things even harder, Mine 
Road is a favorite place for gangs to 
fight. You'll have to control Ben on 


Full 


P.O. 


By LucasArts 


Throttle 


Box 4976 


Salinas, CA 93912 
(800) 867-0413 
Fax: (408) 644-2025 


AVERAGE SCORE: 


Controller 
Hard Drive Space 
Number of Players 
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Designed By 


Distributed By 
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The latest addition to the long string of solid LucasArts adven- 
ture games is Full Throttle, the tale of a boy and his bike. The 
animation is excellent throughout the game, and the slightly 
skewed humor managesitaconvey.alot.especially when it is 
counterpointed with tne more serous parts of the game. Ful 
Throttle isn’t as funny as Sam & Max—its a lot more like an 
Indiana Jones game, where funny things happen in the midst 
of a serious story. AS Usual with LucaSAMS products, the story 
Is very good and the mtenace is easy 10 use, even without 
recourse to the manual. Concerning the story, the plot of the 
game Is entertaining, DULITS Often pretty obvious what's going 
to happen if not nexfatléast dowrthe road (| had a good 
portion guessed after a couple of hours). Additionally, the 
puzzles aren't incredibly hard. A little longer of a game would 
have made it a must-have. As it is, it’s still something worth 
taking a long, hard look at. - Steve 


FT is more about fun cartoons and storyline than it is about 
challenging game play. If | had to rate its level of difficulty 
(and I'm going to, since you can’t stop me), I'd say that it falls 
squarely in the ‘Nowieeselass. Thespuaaies aren't very tough, 
but | have to giveleredit where credits due: while most adven- 
ture games thes@ Gays Doll Gown to hot spot hunt, FT makes 
you think of thingS in manners outside the Ordinary (as a good 
adventure game Should dc). Youll Wave all the clues you 
need to solve a/puzzle," Dut youl have 10 Combine them in 
ways that are not @ntitely ODViOUSmhhevareade sections of the 
game can be frugtrating, Dut they, 100, present unique puz- 
Zles that must be solWwed> The storyline’s the thing here: just 
when you think the game is about to end, a bizarre plot twist 
will occur that forces the story onward. Great animations, and 
excellent voice work. | wish the game had more than fifteen 
to twenty hours of game play, though. - Ted 


This is one game | have been awaiting since | first saw it, not 
just because it is a LucasArts game, but | figured it had to 
have some of the flavor of Sam and Max. | was not disap- 
pointed. Though iteignitethat difficultyait,is still challenging 
enough. | would have liked more game play, however, the rel- 
atively low retail price Makes it 4 good value. | never got stuck 
for too long so the Story Kept along hicely Keeping my interest 
throughout. The overall production quality is as good as you 
could hope for a§ the animation Work Was excellent. The two 
arcade-like sequences are the parts that | probably spent the 
most time with; ti Control isn’t\bad, if just that it take a lit- 
tle while to figure olfthe-solution ané-what needs to be done. 
After that, the execution is not too hard. My biggest complaint 
is that | wish LucasArts would come out with more graphic 
adventures since | think they do them so well. I'll just have to 
learn to be patient. - Tasos 


his bike as they ride along trying to 
bump each other off. To win the 
fight, Ben can kick or punch or use 
one of the weapons he picks up 
from a downed opponent. There is a 
certain tactic or weapon that works 
best against each of the gang mem- 


In the hideout of the Cavefish, 
Ben will have to think fast. 


bers, so you'll need to be cunning 
as well as skilled. 

The next sequence comes at the 
Corley Motors stadium where a 
demolition derby is taking place. 
Ben and Malcolm’s daughter 
Maureen enter the race in disguise 
as a plan to fake Maureen’s death 
thus keeping Ripburger from killing 
her himself. Only Ben = and 
Ripburger’s cronies know that the 
driver of the yellow car, Daureen 
Sworley, is actually Maureen 
Corley. From a bird’s eye view, you 
must try to get Ben’s car over to 
Maureen’s and bump it causing it to 
explode, although she'll be ejected 


“,..most adventure games these days boil 
down to hot spot hunt, FT makes you think 
of things in manners outside the ordinary...” 


out before she can get hurt. The dif- 
ficulty is that Ripburger’s men are 
blocking your way to her and you 
must figure out how you can get 
around their car. 

The whole game is relatively short 
by adventure game standards, no 
more than twenty hours, but the pro- 
duction quality is top-notch. Could 
an adventure game be action- 
packed? This one certainly suc- 


ee 


The Cavefish won’t attack, but 
they will defend. 


Including voice work by Mark 
Hamill, the LucasArts team, if any- 
thing else, doesn’t forget that a 
game needs to be most of all fun 
without a lot of frustration to reach a 
lackluster conclusion. There may 
not be as many explosions as the 
new Die Hard movie, but there are 
certainly more than King’s Quest 
Vil. 

Full Throttle should be challenging 
enough for seasoned game players 
while still accessible to new comers. 


Watch out for the road block up ahead. 
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BATTLETECH FSS) heat up the highway and win @ http: //www.activision.com 
1S & MechWarrior, BattleTech and Mech are registered trademarks of FASA CORPORATION. | ; 


g 
47, VER Activision is a registered trademark of Activision, Inc. 


Sip Into the Future of Racing 


; Originality Slipstream 5000 is the kind of racing game | like—it’s brutal- 
Switch on your ly fast, futuristic, allows you to shoot at the competition and 
blasters and take 48 the craft don't come with brakes. Unlike a lot of games in this 


the lead in the race Playability genre, there are a number of good weapons to choose from 


f the fut above and beyondethé Standardeblasterssome of which are 
0 © rucure. g 1 designed to be wSed specitically against Auman opponents. 
Visuals 


It's also pretty tOUighy and the tracks are often narrow and 

devious. Still, Slipstreang 5000, whilé decent as a one-player 

1 game, really shings 1M multleolayér mode. lkdon't like the fact 
9 that the game slOWS down On some tracks, particularly the 
Audio Amazon track, @Vén on/@ Pentitime90. However, the game 
looks and plays Well On lower detail, SO is not that big of a 

87 thing. The flythroughs"are a greaf"précursor to a race. The 

Manual 

felitelirlisge olipstream 5000 is neither technically adept, interface inten- 
65 sive nor intellectually challenging. It is, however, fun. The 
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Slipstream 5000 


By Gremlin Interactive 


21st century racing has moved 
from cars to hovercraft and has 
added the thrill of mounted 
weapons on the vehicles. The craft 
fly at incredible speeds, and crash- 
es are usually spectacular. The ten 
track circuit that makes up the Slip- 
stream 5000 season ranges all over 


303 Sacramento St. 
San Francisco, CA 94111 


(415) 693-0297 the world and contains some of the 
most devious layouts imaginable. 
Two iia can compete in a 


voice work is pretty sappy, admittedly, but since most of the 
voice comes from the race announcers, it’s appropriate. 
There isn't a whole lot of depth here, but it’s great fun for half 
an hour at a time. An addictive andsolidgame. - Steve 
AVERAGE SCORE: 
graphics are reasonably smooth, although you'll notice some 

pag Clipping problems when there’s a lot happening onscreen. 

nperenity The interface of choiGe iSitby farstinesjoystiek: | tried the game 

a ee : 0 1 with the keyboard and gamepad, aS well, and nothing really 

Each of the ten vehicles has a comes close to joystick control. |The mathematical algorithms 

good chance of winning. ISTE the game uses 10 determine your levelof control are lovely: 

|__ Requirements _ 89 your precision digninishes Quickly the more blaster damage 


386/33, 4MB RAM, DOS 5+, 7 you take. The powerup§ the game employs are straightfor- 
VGA split-screen mode, or one player ‘Audio ward; it's unnec@SSary to utilizetupper-brain functions to sort 


Controller can tackle the circuit against nine 8 1 them out. The tragks are Varied and well-designed, although 


Mouse, Joystick, Keyboard devious opponents. Before each I'd have appreciated"being able fO-play all of them on any 


, race, you'll get a rundown on the level of difficulty (The easiest difficulty only gives you six 

Hard Drive Space : y he sock mia 
ae p track courtesy of Slipstream WUC tracks and medium, eight.). The ‘Reverse Acceleration’ func- 
pee announcers Crystal Eyes and Lyall o 1 tion is one of the handiest, since your racer behaves more 
Number of Players Mint. You can also view a flythrough like a professional race car with it enabled. - Ted 


1-2 Players that may help you plan your race 
: Strategy. 
With each successful finish, you'll olefin [he most noticeable trait of Slipstream 5000 is the terrific 
PC and compatibles earn season points as well as graphics. Expect to run this game on Pentium, however, 
money that can be used to upgrade 78 since it is pretty demanding on a 486. What makes this pret- 
Gremlin Interactive weapons and ship systems. Win Playability ty straightforward shooter really interesting are the differ- 
consistently and you'll be nearly ences between thestracks» Not only are they completely dit 
US Gold unstoppable. Just watch out for the 67 ferent visually, but also have their OWA UNigue characteristics. 


walls and the blaster shots! Almost all of them are ‘pretty demanding as you fly through 
ISTIC USE some very narrow corridors and favines. With your standard 
cy 0 choice of controlgsand no yoke Stick support, | never quite got 

the feeling of being in command Of the Vehicle. It's really a 
Audio shame that thef@ 1S no,Standard flight sim Control support. it 

would make the @aime much better. Likewise, | kept resorting 
84 to airplane maneuvers;"ike trying to make hard banking turns, 


Street Price 


$54.95 


COMPUTER =: 7 \ 7 
GAME ; that don't work quite the same. In summary, Slipstream 5000 
REVIEW Targetand blastegay! The OU ic confusing, both visually and mechanically. | don’t think you 


best way to pass someone is 7 1 can ever master this game even though the controls are sim- 
42 ° to knock them down. ple. It is still an exhilarating experience. - Tasos 


The\hest just got,hetter 
Blootier: tougher Deadiien 


THE COMPLETE _ 
ORIGINAL MEGAHIT 


PLUS ALL-NEW 
EPISODE IV: | 


On CD-ROM and 
3.5" Disks for 
IBM PC & Compatibles 


RSAc ApvisoRyY™ 
VIOLENCE 


LANGUAGE SOFTWARE 


You thought you'd survived DOOM, 
the greatest computer action game 
of all time: Wrong. You'still have to 
face THE ULTIMATE DOOM: All three 
original Bpisones: plas a fourth 
that’s so deadly, it will grind yout and spit you ont? Now at a softwares 


Distributed by GT Interactive Software. This program contains copyrighted material from DOOM. DOOM ©7993 id software, All Fights reserved. THE UE MATE DOOM Org idl sevice sigfits resaryed, 


DOOM, the DOOM logo, the DOOM likeness and id are trademarks of id software. GI# is a trademark of Gieinteractive sorware Corp) UWANGO)5) fanis Gor. | 
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Mega Man 


By CAPCOM 


475 Oakmead Parkway 
Sunnyvale, CA 94086 
(408) 774-0500 
Fax: (408) 774-3995 


AVERAGE SCORE: 


368/33, 4MB RAM, DOS 5+, 
VGA, 2xCD-ROM 


Controller 


Keyboard, Joystick, Gamepad 


Hard Drive Space 


5 Meg 


Number of Players 


One Player 


Available For 


PC and compatibles 


Designed By 


CAPCOM 


Distributed By 


CAPCOM 


Street Price 


N/A 
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X Marks the Spo 


The journals of Dr. 
Cain come to the 
PC in the release of 
the console smash 
Mega Man X. 


79 
82 


Visuals 


Following the discovery of the lost 
lab belonging to Dr. Thomas Light, 
the world’s most highly regarded 
roboticist, the archaeologist who 
discovered the lab, Dr. Cain, has 
been working toward resurrecting 
the dead scientist's work. X, the pro- 
totype model found in the defunct 
lab, has been restored to working 
condition, and Cain’s newer models 
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You'll spend a lot of hang time 
killing enemies. 
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Audio 
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have built upon Dr. Light’s research. 
Unfortunately, the newer models, 
known as reploids, have been found 
to “go rogue” after a short period of 
time. The most human of the mod- 
els, X, is worried about the danger 
the reploids pose to humanity, and 
has set off to hunt them down and 
destroy them. 

Mega Man X is a side-scroller with 
plenty of enemies to challenge the 
avid gamer. As the game develops, 
X gains new weapons and abilities 
that allow him to cope with all of the 
bizarre technology thrown at him. 
Humanity awaits the outcome of 
your prowess. 
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Hanging from the walls is an 
effective combat strategy. 
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Ranking only slightly behind the various permutations of 
Mario in the world of platform shooters is Mega Man. Mega 
Man's adventures have remained among the most popular 
games for a number of the console systems and with good 
reason. They are,O"@ Game, chall@Aging and pretty intelli- 
gent. More tha JUSt Shooting and jumping, the player 
acquires abilities tat Come into! play at particular times in the 
game. Mega Main X is a Solid Conversion from the console 
games, providingead gO0d Challenge4AS Much as | enjoyed 
playing this gamé, Thad @ Mard twme with some of the ene- 
mies. | Know they aresstraight from the video game, but it’s a 
bit hard to get al psyened wp fovtight a Big evil penguin (it 
reminds me of the Monty Python “Scott of the Sahara’ skit). 
That being said, this is a nice title. Younger gamers will 
remember Mega Man from their NES days and will enjoy him 
here. Older gamers who never played the originals will find a 
decent challenge on the PC. - Steve 


To hear the EGM reviewers talk about it, you'd think that 
Mega Man X was just short of winning the decathlon in terms 
of excitement and challenge. MMX for the PC is certainly a 
pretty game, and the game play is exceptional. The thrill of 
playing the latestarademtitle has 4oAi@"Since left me, howev- 
er, and even though | Still like 40 Sit GowWA, every once in a 
while with a sid@=seroller, 1 ¢an't muster a Whole lot of enthu- 
siasm for them. ‘Bigger and Detter things have come along in 
the years since sid@-scrollen,. technology entered the fray. Like 
text adventures, Sidé-scrollets are something that | have to 
put myself in the moodto play: there's simply too much else 
out there that I'd rather be playing. To give Mega Man X its 
due, it's a faithful reproduction of the*6riginal console game 
and is quite challenging. But if | bought it, it probably would- 
nt have much of a lifespan on my hard drive, and | definitely 
would have fished it out of a discount bin. Nice, but not real- 
ly my cup of tea. - Ted 


| feel sorry for cartridge game owners when side-scrolling- 
type games such as Mega Man X make up a large part of 
what they have to choose from. Fortunately for us PC 
gamers, we have much more variety (like all of the first-per- 
SON perspective ShOOtErS»right? Stila good side-scroller 
can be fun and Mega Man Xiis aot bad. Itis certainly easy to 
get into and play, Once youve played one extensively you've 
pretty much played then all. Thats where | Kept having prob- 
lems, however. st Seems Mega Man X Gan't duck! | kept 
resorting to my @aming instincts, Which inelude ducking, and 
couldn't do it. Old Mabits ae Yard 16 break, | guess. The 
things | liked best Were the Way hé could “climb” walls, so that 
if you fell off a platforAryou still hade-chance to save your- 
self, and the fact that you could do the levels in any order you 
wanted. Still, you have to find which one is the easiest 
because you get a power-up if you complete it, and you'll be 
needing all of those you can get. - Tasos 


SPACEWARL 


A GAME OF STELLAR CONQUEST 


Vie for control of the galactic frontier in a battle of tactics 
= and nerve. in Spaceward Ho! IV, you must be quick to 
pre Cont: $1287, neal mobilize your egonomic and military might to intimidate and 


Metel Cost: 686 


/ ate v11 & < - 
et as subdue your alien rivals. 

' Weapons 8 8 = 2 = ae 
ay | Shields 8/8 > 


Ruthless decision making, clever resource management 
and diplomatic savvy are required to meet your objective. 
Explore and colonize the galaxy while you pummel your 
foes into submission. Simple, powerful and fun ...as thou- 
sands have already discovered, Spaceward Ho! will keep 
you entertained for hours and hours. 


Summary of battie 
at Beid in 2526: 


Congratutations! 
You won the battle! 


» Custom Galaxy and Ship Building Architecture 
(Including 200 different planet types and 


* Single and Multi-Player Action (Up to 19° 
Computer or Human Opponents) 


» Fast and Easy Network Play 
* Sophisticated Battle Analysis & Reporting 
» Advanced Resource Management Features 


° Available Now For Macintosh - Coming 
Soon For Windows 


The Space Race Will Never 
Be The Same! 


Available at your local soft- .— 
ware retailer or order direct 

from New World Computing at — 
1-800-325-8898 (818-889-5650 _— . 
outside ‘the U.S.), or by mail: P.O. 
Box 4302, Hollywood, CA 90078- 4302. 


NEW WORLD COMPUTING, INC) 


P.O. Box 4302, Holywmad, CA 90078 


Software © 1994 Delta Tao. All other materials © 1994 New World Computing, Inc. ennewerd Ho! WV is a trademark of Delta Tao under license to 
New World Computing. Delta Tao ahd its distinétive logo are trademarks of Delta.Tao, Inc. New World Computing and its distinctive fefere) are registered 
trademarks of New World Computing, Inc. New World Computing, Inc. is a wholly : owned subsidiary of NTN Communications, Inc. 

All rights reserved. Macintosh screens shown.. Actual ‘Screens may vary. 
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Perfect General Il 


By QQP 


4801 Lincoln Rd. 
Albuquerque, NM 87109 
(505) 880-1718 
Fax: (505) 880-1557 


AVERAGE SCORE: 


Requirements 


Designed By 
Distributed By 


Retail Price 
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They Came With Thunder From the 
Mountains and Fire From the Sky 


Strip a com- 
puter war sim- 
ulation down 
to its skivies 
and that’s just 


COMPUTER CAME REVIEW 


Choose a location to shell 
with artillery fire. 


what you get, a game that can be 
won or lost. As you sit high above 
the action from your virtual heaven, 
you click out orders to awaiting 
troops below. It’s you against it, him 
or her—or better yet, red versus 
blue. 

QQP understands that what is 
important in a war simulation is not 
what side you play but how well you 


Pa hoe 


‘a 


Captu 


re the cities to win the stated point value. 


play it. Why waste time and effort 
developing historically accurate ter- 
rain when the Al might stink any- 
way. Superb graphics can only daz- 
Zle for so long before the eyes go 
blind. 

Although Perfect General Il is 
loosely based on the WWII era, it 
does not let historical accuracy get 
in the way of your fun. 


Who Cares About 
the Width of 
Hitler’s Mustache? 


Perfect General Il contains ninety- 
eight scenarios and four full blown 
campaigns. The scenarios are 
divided up into categories with 
names like “Destination Islands,” 
“Random Ecstacy” and “Infiltrators 
Beware!” and have names them- 
selves like “Railroad Mayhem,” 
“Blood Bath” and “Should |?” 

To start the game you must 
choose your units. Depending on a 


enerals are usually no better than the troops they 
command. If they issue an order that is not executed 
properly, then the whole battle is as good as lost. Men 
might die, children could be slaughtered, towns 
destroyed or worse—you could lose your game. 


number of factors such as terrain, 
weather and if you are on the defen- 
sive or offensive, you can choose 
your troops according to your needs 
and proposed strategy. Each player 


Everyone S packed up and 
ready for action: bring ‘em on! 


is given a total number of points to 
spend and should do so wisely or 
find themselves in great peril early 
on. 

After the shopping is through, 
each player will then place their 
units within a given zone. Then the 
action begins. 

The second phase requires play- 
ers with mobile artillery units to plot 
their targets. The area outside of the 
unit’s range is covered in grey, so it 
is easy to tell which are available 
spots. During this phase, airplanes 
may alter their target from the last 
turn more precisely by moving no 
more than two hexes away from the 
original target. Off-shore artillery is 
also plotted during this phase. 

When both sides are through, the 
Artillery Fire phase begins and so 
does the fun. To maintain fairness in 
the turn-based system, a destroyed 
unit that has yet to fire its shot still 
gets to do so before it vanishes. 

The next phase is Artillery Plot 
where artillery units will choose their 


Go shopping for units with the 
points you are given. 


targets for the next turn. Each unit 
may choose to barrage or not. 
Barraging causes shrapnel to cover 
an expanse around the area affect- 
ing any units within. It also leaves 
the ground cratered and will block a 
units line of sight. Airplanes may 
also be moved to a friendly airport 
or plot their target. 

Then it’s time for the ground units 
to get in on the act during the Direct 
Fire phase. When a unit is being 
fired at it can also fire back, so care- 
ful planning can be the key. 


The Heart and Soul 
of Your Army 


The different kinds of units you will 
command are simple and uninhibit- 
ed by over-zealous statistical infor- 
mation. In fact, they come in only 
fourteen different flavors. 

Infantry units are basic Infantry, 
Machine Guns, Engineers and 
Bazookas. The armored units are 
the Armored Car with Machine Gun, 
the basic Armored Car, Light, 
Medium and Heavy Tanks and the 
all mighty Elephant Tank. Artillery 
units are just as easily distinguish- 
able. There is Mobile Artillery and 
Light and Heavy Artillery. Then you 
can also purchase Airplanes and 
Mines for more ways to destroy your 
opponent. Each of these units has 
its uses as well as weaknesses that 
can be exploited. 


“Did I say I was getting tired 
of hex-based wargames?... 
[PG2] is excellence in action.” 


Finally, the Movement phase 
takes place followed by the Direct 
Fire 2 phase. During the second 
Direct Fire phase, any unit that had 
not fired during that turn can take a 
shot or forfeit the opportunity. 

Scores are computed after each 
turn and at the end of the game. The 
victory points value for each owned 
region are added together and a 
ranking is awarded. 


core: 


Choose target hex for Mobile Artiller 


TN abate 


"that, 


Blast them from the sky before moving your ground troops in. 


New implementations and 
improvements over the original 
Perfect General game are a tougher 
computer opponent, the ability to 
zoom in and out of battles, a game 
scoring history and Soundfont™ 
technology for more brilliant blasts. 

In the works is a scenario editor 
that can be purchased as an add-on 
pack. PGll also has support for 
modem and null modem play. 


TMobile Artillery 
H Damage: 8% 
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Originality 
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Playability 


87 


Visuals 


With the possible exception of Merchant Prince, this is the 
best game QQP has released to date. The game mechanics 
are astonishingly simply to learn, and in fact, you can do a 
Credible job without looking at the manual once. At the same 
time, there is a good 1ével of detailyoresent in this product, 
enough to give even the Mard core something solid to chew 
on. Sure, it’s very abstract, but that means that a lot more can 
be done with thé a¢tual game Aiself. The Scenarios are well 
designed, and th@re 1S an astonishingly satisfying number of 
them. The graphies-are Crisp and thé audio, while not spec- 
tacular, is decentiidsliKe 10 De able to group My units, but this 
omission is not t00 Serious: The manUalis drastically under- 
done, but the additonafscenario books are a welcome addi- 
tion. In the final analysis, there is very little with this product 
that | would change if given a chance. If you love military 
sims, you can't miss this, and even if you aren't a sim type, 
it's worth a look. In a word, awesome. - Steve 


Did | say | was getting tired of hex-based wargames? | meant 
| was getting tired of poorly designed HBWs. The Perfect 
General 2 is excellence in action. First of all, we always knew 
how good QQP’s military Al was; now they've combined it 
with really eye-pleasiigiigraphics andiSound as well. There 
seem to be about @ gazillion hours of game play here, main- 
ly due to the aweSOme Number Of Scenarios and the differing 
levels of Al. ThroW In, a Dit Of randomness to the single-shot 
scenarios, add some Campaign play mix Well, and you have 
one of the finest@milltary Simsfve Seen in some time. 
Although you woflitaseé @very Single Weapon ever created, 
you get some excellent amalgamations that are advanced 
enough for hardcoré“wargamers to appreciate and simple 
enough for novice wargamers to swiftly get the hang of. My 
only complaint is the manual, which needs a complete over- 
haul. QQP deserves a hearty round of applause for this one, 
as well as generous sums of cash. -Ted 


You may have heard me say before how I’m not all that fond 
of war simulations. | can’t stand the overwhelming detail that 
| am required to be in constant command of. To my pleasant 
surprise, Perfect General Il is great! It takes about one sce- 
nario before you hay@l@ligood workings knowledge of the 
game. Everything ig Kept Simplifiedg'but your strategic plan- 
ning makes the situation more complex, That's the way it 
should be. Although the S¢enarioS Can be long, even the 
shorter versions, | AeVer lost interest in them. The only prob- 
lems | had were that{you Cant group Units and move them 
together, and they Wonity¢ontinue to moVe on to a specified 
location on the next {Um if they didn’t have enough fuel points 
to make on the present ttm. Most of the scenarios have you 
commanding a lot of units, and much of your time is spent 
telling every one of them where to move to next. It is still very 
enjoyable to play, and the mechanics are easy to learn. | may 
become a proficient commander yet. -Tasos 
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é and Number One PC game, 


WARNING!!! 


NOT RECOMMENDED FOR PLAYERS UNDER 13 | , 


By GameTek 


2999 NE 191st Street 


Suite 500 


Aventura, FL 33180 
(800)GAMETEK/(305) 935-3995 
Fax: (305) 932-8651 


AVERAGE SCORE: 


486/33, SMB RAM, DOS 5+, 
VGA, 2xCD-ROM 


Controller 


Mouse, Keyboard, Joystick 


Hard Drive Space 


) Meg 


Number of Players 


One Player 


Available For 


PC and compatibles 


Designed By 


David Braben 


Distributed By 


GameTek 


Street Price 


$42.99 
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First Encounters 


There 1s No Escape... 


The latest in the 
Elite series, First 
Encounters is 
unlike the Elite 
you’ve come to 
know and love. 


Class definition is a very important 
part of Alien Encounters. Are you a 
trader? A bounty hunter? A smug- 
gler? A pirate? Or are you one of 
the select few, those whose piloting 
and combat skills place them 
among the cream of the military’s 
top echelon? In other words, are 
you Elite? 


Hard and fast space combat 
will leave you breathless. 


You'll start out as a common trad- 
er chasing the Pan-Galactic Dream. 
Through skillful trading on the vari- 
ous worlds, you'll slowly gain the 
necessary credits to equip yourself 
with more and better weapons, 
ships, gear, etc. If you can establish 
peaceful coexistence with the aliens 
(don’t worry, you'll eventually 
encounter them), you can own that 
most sought-after piece of hard- 
ware: an alien ship. Blow that rela- 
tionship, though, and you'll need to 
move to the most remote region of 
the galaxy in order to feel even 
somewhat safe. 


awaits your piloting skills. 


felitetiriisae |e original Elite was gorgeous in its simplicity and com- 

pleteness of design. In fact, it was so good that none of the 

60 sequels have been anything close to it. First Encounters is 

pas easily the worst of the lot. | was all excited to play, since Elite 

lies semeas still ranks as one of@iy favGrites ofailltiie, but this bears only 

3 5 a surface resemplanee 10 iis much Superior parent. Joystick 

control is virtually MOMexIstent, and ihe mouse interface, 

MASTER while well-designed, isiiténibly executed, Logical problems 

7 i abound. For instanee, 10 get trom One planetto another, | had 

to buy fuel, them refuel tae Ship} then buy More fuel so that 

Audio there was fuel in thé Gargo Day Auh? Add to this a couple of 

mystery lock-ups and Crashes and a Game that inexplicably 

6 0 started me out with S600 fine, and Yotrve got a muddle. The 

buttons that you use to get from place to place are ill-defined 

CUTER and not useful. The interface is about as friendly as a rabid 

62 dog. As much as | wanted to like this game, the only thing | 

enjoyed was turning off my 486 after playing. - Steve 
Originality 
Playability 

Visuals 
Audio 


66 


Manual 


90 


foviteltirlisvae All right Elite fans! Here’s the latest version of that old classic. 
Since you've achieved Elite status in one of its predecessors, 
40 you should be able to jump right in and start playing. Think 
ORG LIAN again. Even with all of the space simulators I've played since 
Playabili Ste a ee | | | 
ey my time with thiggnnaggaittook mes@tl@@iSian hour just to fig- 
47 ure Out how to tak@=On Sulecessfully; Thats Because | was try- 
Ing to use a joVSHGK tO play.| Wit’ no Calibration routine | 
MESURE would spin wildif aSssoon as My shio left the ground. So | 
7 4 used the mouse @@ Was finally able 16 Gebspace born. Then 
it took more time to leaf OW togetto another system among 
Audio 
Manual 


| never played any of the Elite games, and I've always been 
told that, when | get a chance, | ought to sit down and try 
them out. If Elite: First Encounters is anything like the older 
Elite games, | never want to have anything to do with them. 
This game is a disgragetulwastesotanpertectly good compact 
disc, and the sol@ feason for this perspective is the game’s 
utter lack of a de@@ht control interface, The mouse and joy- 
Stick interfaces int@M@teamith on€ another spaceflight with the 
mouse |s difficult, Ut the joystick comms even worse. Add 
to this the lack of a joySHi@K @alibratioA routine, and you have 
a very ugly mix, in@leea@t The manual, though humorous, is not 
something | woul @e@seribe ag informative.” Ship-to-ship 
combat is hardly woftf*the enormous effort you need to put 
into it: the joystick is worthless for control, the keyboard just 
as bad, and the mouse is as futile an input device as I’ve 
encountered. All told, I'd rather have a disabling injury than 
have to play this game. - Ted 


other things. Th@uniefiace iS $0 poorly designed that | don’t 
think anyone caf ever master it, Combat? Forget it. And 
youre lucky if you cafreVen run away Once attacked. Frankly, 
| don't know if this game ever went through any play testing 
without one of the developers there to tutor the person along. 
If another Elite is planned for the future, this baby should be 
thrown out the window with the bath water. - Tasos 
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Just when you thought it was safe to go 
hack onto your PC...Activision spawns i 
Action Pack 2! Witness the return of fifteen ( “" ” . 
more pulse-pounding video games fromthe 
dawn of gaming — now in Windows’! It’s 
Part Two of Activison’s Atari 2600 video 
game collection — back withthesame ~ 
riveting graphics and gripping sound 
we om. | @ffects of the originals. | arr 
“| Activision’s Atari2600 (jg == BiG 
Pie Action Pack 2 — more 


om” ~-oasonl addictive fun than you | IBM CD-RON mi 


‘ie 
if LO-Pa 


eae Td remember! | for Windows’ 


ACTIVISION. 


Available on PC CD-ROM and 3.5" disks. Coming soon for Macintosh! 


Activision is a registered trademark of Activision, Inc. Atari 2600 is a trademark of Atari Inc. 
Windows is a trademark of the Microsoft Corporation. © 1995 Activision, Inc. All rights reserved. 
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Super Street Fighter 
ll Turbo 
By GameTek 
2999 NE 191st Street 
Suite 500 
Aventura, FL 33180 
(800)GAMETEK/ (305) 935-3995 
Fax: (305) 932-8651 


AVERAGE SCORE: 


Requirements 
486SX25, 4MB RAM, DOS 5+, 
VGA, 2xCD-ROM 
Controller 
Keyboard, Joystick, Gamepad 
Hard Drive Space 
22 Meg 


Number of Players 
One or Two Players 


Available For 

PC and compatibles 

Designed By 
CAPCOM 


Distributed By 
GameTek 


Street Price 
$49.95 


COMPUTER 
GAME 
REVIEW 


They're Bagaa-aaack.. 


Those kooky 
World Warriors 
return for the 
accelerated arcade 
classic, Super 
Street Fighter II 
Turbo. 


Akuma, ancient warrior of the for- 
gotten wasteland, comes. Intent on 
crushing the Street Fighters, his 
power is near limitless. Four new- 
comers have entered the fray, as 
well: Cammy, an operative for the 
British special forces; Dee Jay, a 


es 3 


Blanka takes Ken down with a 
knee to the head. 


Jamaican who once was a rising 
star in the music business; T. Hawk, 
an American Indian with a score to 
settle against M. Bison; and Fei 
Long, a former movie actor and 
master of kung fu. 

Super Street Fighter || Turbo 
allows you to take on the role of M. 
Bison and his henchmen, who you 
defeated in the original Street 
Fighter. New moves have been 
added to the arsenal of every origi- 
nal fighter, adding to the game’s 
playability. GameTek also offers a 
true six-button gamepad at a dis- 
count when purchasing SSF2T. 


Zangief becomes a casualty of 
M. Bison. 
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The first Street Fighter game to come out on the PC was, to 
put it mildly, substandard in the extreme. So it was with some 
hesitation that | loaded up the Super Turbo version. After 
some initial frustration getting the game to recognize that the 
CD actually was mith "rive, | waS"¥en more skeptical. | 
shouldn't have Deen. This is a/pretty solid conversion from 
the arcade stand-up. All 16 of the characters have been 
included, as have allhotAhe special moves and finishing com- 
bos. Now, | will make Onesmajor Caveat with this product. If 
you are trying tO play with @ regular joystick or even a four- 
button controller, itycah be tough t0 Get the moves off. 
However, the six-putton controller available from GameTek 
does a better than adeéquate job of Ranidling the action. The 
characters look good on screen and the music is solid. Kudos 
to the manual. Even though it is scant, it contains a descrip- 
tion of how to do all of the moves as well as the finishing com- 
bos. Buy the controller and have fun. - Steve 


Take my advice: If you're trying to run this on a 486, turn off 
all the extraneous stuff you can. If you don’t, the game is 
incredibly choppy and sloppy: The framerate drops to what 
appears to be a slide-show speed and the control is next to 
unbearable. WithoutalhthesbackgrOUn@animations and what- 
not, the game s playable, although the control performance 
still leaves a bit {0 be desired, A\PO’s*gameport simply isn't 
polled by the CPU"ofén enough toliffiake control anything 
near what you'll want it 10 De. | Mad trouble executing a lot of 
the special moves, primarily be¢ause Fapid button hits could 
not register themselves with thé GRU, One | slowed down 
and made my combinations mote deliberate, the game react- 
ed well, but | took damage in the process. Getting a flawless 
victory became impossible at that speed, but | found that | 
had less trouble winning the matches. If you're absolutely 
Cuckoo for 2D arcade combat games, you'll want SSF2T: oth- 
erwise, steer clear. - Ted 


The biggest problem | had with Super Street Fighter |! Turbo 
was having to type out its name. Whew! All kidding aside, it 
does run well on the PC, though not as fast as other versions. 
There seem to be some animation frames cut out to speed 
things up, Makingesomenofythewmovesmiook pretty jumpy. 
Worse than that were the Controls. You can order the special 
six-button game pad, But | dont think you'll need it, unless 
you know how to"tse"the full arsenal Of moves. The biggest 
problem is that almost all Of the speGlal Moves require you to 
“swing’ the pad from One side tothe other. Without a ful 
stand-up arcade comsolé, it’s really Rard to do consistently. It 
sure is frustrating WA@A you bloW Ne of those moves and 
lose because of it. This game was designed to be played on 
a stand-up arcade machine where you can plant your feet 
and swing a big joystick around. If you can’t afford one of 
those in your home, this will give you a decent taste of the 
Street Fighter experience. - Tasos 


PotweA LL Y 


A GAME 


VIRTUAL POOL 


Introducing Virtual Pool”, a game so real we GimTrwaAL 
guarantee that it will improve your actual pool POO L 
game...or your money back! It has all the angles, all 
the shots of the real game - and then some! Take a 
video lesson and learn trick shots from Hall-of-Famer 


Lou Butera—or go on an historic multimedia tour of the 


Pool Simulator 


sport. So chalk up your mouse and take your best shot! 


GUARANTEE 


“Virtual Pool is flat out impressive stuff...you just have to see this thing in action.” 


— PC Gamer On PC CD-ROM 


e Modem and 
Network Play : 
¢ Shot tracking IZ, 
. — 
¢ Full-motion LL 
Multimed wi By Gamers. For Gamers.” 
Library 1800 INTERPLAY 


Realistic Feel 


& Control 


Line up your shot and get ready to sink it in the corner. Turn on Tracking to learn trickshots and ball mechanics. 


© 1995 Celeris Inc. and Interplay Productions.Virtual Pool 
Get a free demo at our Web site at HTTP: //WWW.INTERPLAY.COM is a trademark of Interplay Productions. All rights reserved. CRMJP5 
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Woodruff and the 


Schnibble 
By Sierra On-Line 


P.O. Box 3404S 
Salinas, CA 93912 
(800) 757-7707 
Fax: (408) 644-2018 


AVERAGE SCORE: 


Requirements 
468/25, 4MB RAM, DOS 5+, 
VGA, CD-ROM Drive 
Controller 
Mouse 


Hard Drive Space 
5 Meg 
Number of Players 
One Player 


Available For 
PC and compatibles 


Designed By 
Coktel Vision 


Distributed By 
Sierra On-Line 


Street Price 
$49.95 


COMPUTER 
GAME 
REVIEW 


What Are 


Help Woodruff 
find Professor 
Azimuth and take 
control of the city 
away from the 
Bigwig. 


some time ago, the humans 
encountered a new life-form in the 
peaceful city of the Boozooks. 
Thinking for whatever reason that 
the Boozooks were some kind of 
warrior race, the humans tried to 
destroy them. 

The humans now oppress the 


It sure can get lonely on the 
Street of the Sad Boozook. 


Boozooks, and the President’s mali- 
cious advisor, the Bigwig, burdens 
the Boozooks with harsh taxes. 

Professor Azimuth, a dissident, 
was working on a way to free his 
people. His goal was to unleash the 
Schnibble, a powerful and mystical 
magic that some believe has the 
ability to cause peace and prosperi- 
ty to flourish. 

Word of Azimuth’s discovery 
reaches the Bigwig and his thugs 
storm Azimuth’s house. Woodruff 
was hidden during the assault and 
is determined now to find Professor 
Azimuth and stop the oppression. 


In the Red Light District, 
things can get nasty and fun. 


ese Guys Taking)? 


Originality 


87 


Playability 


88 


Visuals 


90 


Audio 


90 


Manual 


80 


Originality 


84 


Playability 


86 


Visuals 


89 


Audio 


87 


Manual 


82 


Originality 


84 


Playability 


86 


Visuals 


S7 


Audio 


83 


Manual 


80 


I'm torn on this game. | love the humor and some of the real- 
ly weird happenings (picking up the feathers slays me, as 
does the VR/Doom joke). The animation is also excellent 
throughout the game, and the voice work is suitably strange 
and evocative of thevtitlélitself. Additi6Aailly, the puzzles have 
a certain logic to them. Theyarent that easy, but they really 
arent so difficult that you pull your hair Out over them. The 
logical jumps all make a Certain twisted sense. It’s a bummer 
that there isn’t aawaly 10 Skip past the speech. The only way 
to know when yourre cone talking to someone is to have the 
Start of the conversation repeat, and. you have to sit through 
the start of it. AlSO, there's no way to Speed up Woodruff, so 
you often find yoursefSitting thefé“Watching him saunter 
across the screen. This is frustrating when you have to go 
back three or four screens for something. That being said, 
WATS is one of the most amusing and endearing titles this 
year. Adventure gamers shouldn't miss it. - Steve 


Woodruff and the Schnibble is a refreshingly humorous 
graphical adventure. The puzzles require some original 
thought, and many of them are quite tough to figure out. Even 
though the game falls into the hot spot hunt strategy for which 
Sierra games are jafamOUs»thespuzziessaren't usually imme- 
diately obvious, mainly Because itis rare for only one NPC in 
the game to give you all the pieces you need to solve one par- 
ticular puzzle. TR€ animations @re-excellent, and there is a 
nifty sense of the absurd that, pervades the game. NPC inter- 
actions are handled well) although the game's programmers 
should have built im some Way f0 @Scape past animation 
sequences: having t0 sit through a long animation is good 
once, okay twice and thereafter becomes an acute pain in the 
rear. One niggling irritation is with Woodruff's movement 
through the game's environment: There is no way to speed 
him up, and having to walk through many “dead” screens is 
not a shining example of good game design. - Ted 


| don't know what goes on over at Coktel Vision, but their 
games are about a strange as it gets. The puzzles are usual- 
ly pretty straightforward—it’s in the animations and sounds 
that things start to get out of hand. They must put something 
in the water becaus@lth@Se, quysgsatesabout imaginative as it 
gets in an adult litle, Oh, it definitely borders on stupid and 
obnoxious, but $0 d0’Beavis and Butt-head and look where 
it's gotten them. In the same wal, attemplaying for about ten 
Or fifteen minutes yOu Stat to, get Cauight Ups The humor starts 
{0 grow on you ah You Cant stop playing, Like many graph- 
iC adventures, there @reAhose puzzles that have too vague a 
solution, but most Of the Mot spots are easy to find since a 
description appears “atte bottomefthe screen when you 
pass the cursor over one. The pace flows well, and since 
most of the game is non-linear you can try something else at 
another place if you get stuck. It’s still pretty challenging and 
appears to have a lot of hours of game play. - Tasos 


HARPOON Il DELUKE™ 
_ The Next Generation is Launched! 


The shock wave is just beginning. 
Announcing the most advanced 
naval battle simulation ever! ... 
Empowered to let you re-write 
history. Used in training by the 
Naval Academy, HARPOON II 
DELUXE puts you in the command 
enter action like never before. 


DOUINTRAC xp 


e 2 additional battlesets, for 30 new, 
startlingly realistic scenarios. 


e All-new Scenario Editor. You design 
the encounter. 

e Over 100 full-motion video and sound 
clips for unbelievable realism. IrRORNTE 

Actual video clips of 

e Detect, track and engage all forces. weapon launches and 

e Realistic weather modeling. sich a | 

e Military-style vector maps. Sa Altitude, depth, and weather 

e Vast database with tech specs and = — dildo 
pictures of hundreds of ships, subs | a | — 
and aircraft. 

e Lifelike 
communications 
models recreate 
electronic warfare. a 

ha = Ss Hundreds of database 
Formation aditor tlefines specs, photos and drawings 

threat axis and patrol zones. of military hardware. 


Add an incredible 

array of features like 
toolbar control buttons, easy user 
interface, and you have the most Visit Capstone Online: America Online (Keyword: Capstone); Software 


realistic battle game ever. Creations BBS (508) 365-9352; Web Page Site: http://www.gate.net/~intracor/. 
Or Call Capstone’s BBS (305) 374-6872 


Software and Artwork © 1995 IntraCorp, Inc. All rights 
reserved. Harpoon II and Three-Sixty are trademarks of 
IntraCorp, Inc. Harpoon is a registered trademark of GDW, 
Inc. BattleSet and Staff Assistant are registered trademarks 
of ACSI. All other trademarks and copyrights acknowledged. 


AVERAGE SCORE: 


Controller 
Hard Drive Space 
Number of Players 


Celtic Tales: 
Balor of the Evil Eye 
By KOEI 
One Bay Plaza, Suite 540 
1350 Bayshore Highway 
Burlingame, CA 94010 
(415) 348-0200 
Fax: (415) 348-8967 


| Requirements | 


COMPUTER 
GAME 
REVIEW 


Here Be Monsters: Pulling Back 


Welcome to 
the land of 
Eire and the 
myth-shroud- 
ed histories of 
the Celtic peo- 
ples. Celtic Tales: Balor of the Evil 
Eye will introduce you to the leg- 
endary figures of that history. The 
game begins around 1 B.C. and 
runs for approximately 70 years, 
during which you must unite the 
tribes of Eire using either friendly or 
unfriendly means. Once you have 
succeeded in doing this, you will 
need to march on and defeat the 
leader of the Fomors, known as 
Balor of the Evil Eye. 


COMPUTER CAME REVIEW 


THE CELTIC 
MYTHOLOGY 


Celtic Tales is firmly based in the 
actual historical mythology of the 
Celtic people. The tribes of the Celts 


are said to be descended from the 
goddess Danu, an earth goddess, 
and are known as the Tuatha de 
Danann. The Tuatha de Danann 
were not the original settlers of 
lreland, but were instead a conquer- 
ing people. Opposing them were the 
Fomors, purportedly descended 
from the goddess Domnu. The 
Fomors were said to lack all of the 
attractive qualities of the Tuatha de 
Danann. 

The history of the wars between 
the two peoples is one which, like 
the Homeric accounts of the Trojan 
War, attributes more to divine inter- 
vention than the skills of the people 
involved. Gods were said to have 
forged the weapons the Tuatha de 
Danann used in battle, their god of 
medicine healed the wounds of their 
warriors. Very little is attributed to 
the actions of individuals, but it is 
clear from the accounts that have 
survived that the crusade for Ireland 
was long and bloody. 


te have chosen the following as 


‘|your guise in the Lands of Eire. 


aie this meet with a sd. 


Up to four players can play on the same machine. 


AVAQYN) Shroud of Mythology in Ireland 


ire is in dire straits. The Fomors have repressed the 
Celtic tribes of the land, and none dare oppose them. 
Balor, the leader of the Fomors is ruthless and intent 
on the enslavement of the peoples. It will take a true 
champion to unite the tribes and crush the Fomors. 


TRIBAL RHYTHMS 
ARE CALLING 


At the outset of Celtic Tales, you 
must choose from among nine tribal 
leaders for your champion. Each 
has certain qualities and character- 
istics which differentiate him or her 


Pay your taxes like a good 
Celt until you can revolt. 


from the others. Your purpose in the 
game is to unite the myriad tribes of 
the Tuatha de Denann under your 
banner, then take on the Fomors, 
led by Balor. There are different 
methods you can use to accomplish 
your goals, but the object is to rally 
the tribespeople to your side in 
order to present Balor with a united 
front. Although a peaceful resolution 
to the problem of uniting the tribes 
would be optimal, there will always 
be those tribes you will have to sub- 
jugate by force. When choosing 
your champion, weigh carefully the 
aspects and attributes that each 
personality carries: the experience 
level, number of territories held, 
position of that territory, and how 
many heroes you command. 
Although each champion has char- 
acter levels based on arms skill, 
dexterity, intelligence and charm. 
These facets won't change, 
although they can be modified 


through the use of artifacts which 
you create. Variable attributes 
include the size of your family and 
number of soldiers you command, 
which changes with experience 
level, and ability, which reflects the 
morale of the warriors under your 
command. Each hero has these 
attributes, but only one champion 
will rule the tribe. 


REAL ESTATE: 
LAND OF GOLD 


Managing your provinces is the 
thing you'll spend most of your time 
doing in Celtic Tales. You'll need to 
assign your heroes basic house- 
keeping tasks: chopping wood, 
farming grain, mining ore, creating 
items, etc. Mining, farming and ani- 
mal husbandry give you the raw 
materials of trade. You'll also be 


journeymen champions. 


tribute, and you can then establish 
trade with them. With continual 
trade, your peace level will continue 
to rise; if it rises high enough and 
you have the charm to pull it off, you 
can convince your neighbors to join 
you under your banner. If they 
agree, you will have instant access 
to all their lands, as well as any 
heroes and commodities they pos- 
sess. Your prestige level climbs with 
each new territory you control. 

If you must use force, it is better to 


“The interface is so well 
designed that it almost 
teaches you how to play.” 


faced with improving your provincial 
Culture and strength by building up 
the towns and citadels in each terri- 
tory. 

In order to unite the tribes, you'll 
need to be persuasive. At the begin- 
ning of the game, you'll possess 
only one or two territories, and your 
neighboring territories will be big 
question marks. Go forth and 
explore. It is only through explo- 
ration that you'll learn anything per- 
taining to the outside world. Once 
you've found out who your neigh- 
bors are, you'll need to contact them 
by sending an emissary with tribute 
to them. Your peace level will go up 
if the neighboring tribe accepts your 


Gees 


h , 
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Managing your lands means 
managing your priorities. 


New spells can be obtained 
for a price. 


be prepared. Sending a scout into 
occupied territory will yield informa- 
tion on what you'll face, and you can 
plan accordingly. You can also 
resort to underhanded tricks, such 
as sending your heroes on cattle 
raids. 

Training your heroes is also 
important. If you'd like them to gain 
skills such as might, you'll need to 
set them to doing tasks. Mining and 
tree-chopping will increase their 
might, while farming will eventually 
give them an understanding of the 
land. All of these skills are useful, 
since certain tasks become much 
easier to do once you have the 
experience to do them efficiently. 


Originality 


90 


Playability 


92 


Visuals 


78 


Audio 


83 


Manual 


89 


Originality 


90 


Playability 


87 


Visuals 


85 


Audio 


09 


Manual 


Originality 


83 


Playability 


88 


Visuals 


82 


Audio 


80 


Manual 


83 


Celtic Tales is by no means a quick-hitting game. This is the 
sort of game that starts out very slowly, like any good builder, 
and becomes more and more engrossing as play progresses. 
| have to admit that I'm pretty charmed by the game in most 
respects. It’s prett lay—it'll take one 
false start or so s—but very diffi- 
cult to play well. things to do, and 
you never have do them all. The 
plot really doesn me time. You just 
build and expand, and either conquer 
them or get them acy. The graph- 
ics are on the we ly nothing to get 
all excited about. e (and are) secondary to 
what is one of the better builders around. There’s a lot of 
attention to detail that you can ignore or really get involved 
with. The magic system is also very good and intelligent. | 
plan on losing a lot of hours with this game. - Steve 


| found Celtic Tales to be engrossing, although those who 
want a quick-n-dirty game should probably look elsewhere. 
To play through an entire game of CT will take you, conserv- 
atively, sixty hours. There isn’t a whole lot of action that takes 
place, although wha it of strategy; CT is 
more a combinati RPG. | do have a 
couple of proble the perspective. 
Because the gam quarters POV, you 
sometimes lose si Q field; turning the 
board around allev some, but not all, 
instances. Anothe have given some 
thought to is the sa nly six slots. Fora 
game that can take o turns to play through, this seems 
short-sighted. However, the basic plot and decent engine are 
well worth a look, and this is heightened by the amount of 
replayability the game boasts. Each of the champions is well 
designed for varying degrees of challenge. - Ted 


Just from reading about the premise of the game, | was glad 
to find that there is an overall goal that you can achieve by 
force or diplomacy. Of course, you still have to build your own 
territory and people up to achieve it. However, building 
Strength is not | brute force alone. 
Respect is a bi ecruit champions. 
And recruiting c t. With an intim- 
idating manual, would be chal- 
lenging enough t so. The inter- 
face is SO well hes you how to 
play. Acquiring mechanics does 
not take long at this. The pace Is 
slow, but the tas Peps yOu going; to be the 
good ruler of the land. Since the interface is so easy to use, 
game play itself is effortless. For a game that involves many 
hours to reach the end, Celtic Tales should hold your interest 
all the way to the finish. -Tasos 


COMPUTER 
GAME 
REVIEW 


57 


AVERAGE SCORE: 


Reelect JFK 


By Quadra Interactive 


P.O. Box 2645 
Carlsbad, CA 92018 
Customer Support: 

(800) 386-3864 
FAX: (619) 931-0660 


67 


Windows, 486/33 +, 4MB RAM 
Mac—5MB RAM, 2x CD-ROM 


COMPUTER 
GAME 
REVIEW 


Mouse, Keyboard 


2 Meg 


One Player 


PC and Mac 


Viking Entertainment 


Quadra Interactive 


$49.95 
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The Kennedy 
Assassination 
failed. Now all you 
need to do is get 
reelected. 


If JFK hadn't been assassinated, 
the world could well be a very differ- 
ent place. Would we have gotten as 
far involved in Viet Nam if Kennedy 
had lived or been elected to a sec- 
ond term? Would the Civil Rights 
Amendment have passed? What 
would conspiracy theorists and 
Oliver Stone do with all of their time 
if the assassination wasn’t a topic? 


es pees 


Get used to your office. You'll 
spend a lot of time here. 


Reelect JFK uses the premise that 
the assassination failed. Now, as 
JFK, you've got 50 weeks to get 
your approval rating high enough to 
get yourself back in office. The 
major topics of the campaign will be 
U.S. involvement in the Viet Nam 
conflict and the controversial Civil 
Rights movement. Your stances on 
these issues will affect how the peo- 
ple of the country respond to your 
policies. 

At the same time, you will conduct 
your own investigation into who shot 
you and why. Remember, there are 
only so many hours in a day. 
Choose wisely and quickly. 


deh eb Dotan nc aba aba lineatien 


Meetings on the big issues 
will take a lot of your time. 


Originality 


80 


Playability 


70 


Visuals 


79 


88 


Manual 
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Originality 


93 


Playability 


52 


Visuals 


76 


Audio 


S6 


45 


Originality 


82 


Playability 


84 


Visuals 


76 


~ Audio 


86 


19 


0 Much for Conspiracy Theory... 


| was curious about this game. The premise Is a good one, 
and there is a lot to like here. You've got the task of getting 
reelected combined with solving two of the trickiest situations 
of the era, Viet Nam and the Civil Rights Movement. Throw in 
the idea of trying A SolWemthe assassination attempt, and 
you've got a lot tO Think about Ona given Gay. The historical 
aspects of the @ame are=solid) and ‘ine acting is decent 
throughout. Untorunatély Reeleet, JFK fas a number of 
problems from @ game play, stanapoint that are difficult to 
overcome. Almogt all player actions are directed—you decide 
what you want tO deal with, but you.dont make a lot of the 
decisions. For instance, waen it came 10 picking a campaign 
slogan, most of my “Opttons” were tO-SMply continue the con- 
versation. When conducting the investigation on the assassi- 
nation attempt, | was unable to ask the FBI about a package 
| had received from a private investigator. The substance is 
all here, but the structure needs some overhauling.- Steve 


Interesting idea, weak game play. Reelect JFK falls well short 
of Its intended mark. Much like mass-produced furniture, you 
get a shoddy core with a wafer-thin layer of good-looking 
veneer. The investigation you conduct into the attempt on 
your life is remarkaloly mismanagedsif you, phone someone to 
ask them for mofé detail about {ne events that transpired in 
Dealey Plaza, yOU Cannot phone them pack at a later junc- 
ture. This |s irritating,esifiee, if Vou identity yourself as JFK, 
many people Wil Simply Nang Up, thinking they're being 
pranked. Information-sharing is non-existent; when you dis- 
cover that one oF Me. witheSse$ tied 10 the police about his 
whereabouts, you Gant confrontiim with it or call the Dallas 
police to pick him up-=Stmilar problems$Crop up with the other 
three main areas of the game; you simply aren't presented 
with enough options. The save game feature is just bad; if 
you save your game in the middle of a day, loading it starts 
you back at the beginning of that day. - Ted 


| have to confess that there is a lot more to this game than | 
had anticipated. The depth of game play goes a lot further 
then | thought it would. Still, you aren't given as much control 
as | would like, and | wasn’t sure how well | was doing in my 
first game. The eightshourssper daysthhatyou have to work with 
tend to go by toO fast. There ar¢ Some days that you really 
never get to make any decisions: Different people just enter 
your Office, they ‘Sr@f you On something and most of the day 
IS gone by the time yOu finish; Throughout many of the con- 
versations you are/@IWen on@ Option 10 Choose from like 
“Respond” or “Continue.” You May have heard me complain 
about games that/la@K interaction, but that does not mean | 
simply enjoy clicking buttons needlessly. Save that for the 
children's museum. The production quality is good, except 
the video ran clunky and out of synch with a 2x CD-ROM 
drive. Also, the game runs painstakingly slow whenever it 
makes any screen transitions. - Tasos 


THE NASCAR. RACIN| 
HAS JUST 2 


TRACKS TO ADD TO YOUR ORIGINAL NASCAR 
FOR MORE FUN AND pectic 
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/i\ \ 
WE'VE HYPED WA 
NASCAR RACING 
JUST ABOUT AS 
MUCH AS WE COULD. 
NOW WE'LL SIT BACK 
AND LET THE EXPERTS 
HAVE THEIR SAY. 


PC Gamer's Best 
sports Program of the Year 


Computer Game Review's Golden 
Triad Award and Best Sports 
Program of 1994 


CES Innovations Award for Outstanding 
Simulation 


SS al 


. EXPANSION KIT AND 
“WITH THESE RACING VENUES. 


Charlotte Motor Speedway 
Dover Downs International Soeedway 


Interactive Gaming’s 1994 Game of the Year Pocono Raceway out 
Award for Best Sports Program North Carolina Motor Speedway CALL cE 
Interactive Gaming's Editor's Choice Award In North Wilkesboro Speedway OO pPY cok 
Recognition of Outstanding Achievement in sears Point Raceway se cy ANGE 
Game Design and Execution of Production Richmond International Raceway © pROGRAM 
Computer Gaming World’s Best NASCAR TRACK PACK OFFERS SEVEN | 
Simulation of 1995 NEW CHALLENGES TO ROUND OUT YOUR 
SPA’s Codie Award for FULL RACING SEASON. 
Best Sports Program Available on PC CD ROM at your local retailer 
1995 Or call 1-800-836-1829 to order direct 
Th. —e eww wen 
NASCAR Racing, officially licensed by | | | |) \\ ’ s | & ™ Hee by Virgin 
NASCAR, is the most realistic driving OAL BF BASS Entertainment, Inc 
simulation available for your PC. ee a pee re 


(714) 853-8710 
NASCAR is a registered trademark of the National Association for Stock Car Auto Racing, Inc. NASCAR Racing is officially licensed by NASCAR. Papyrus is a registered trademark of Papyrus Design Group, 
Inc. Virgin is a trademark of Virgin Enterprises, LT D DuPont Automotive Finishes trademarks used under license from Motorsport Traditions, DuP ont, Jeff Gordon and Hendrick Motorsports. Sterling 
Marlin name and likeness and KODAK, GOLD and Trade Dress are trademarks licensed to Papyrus Design Group, Inc. by Eastman Kodak Company. Maxwell House is a registered trademark under license 
from Advantage Management 


Virtual Pool 


By Interplay 


17922 Fitch Avenue 
Irvine, CA 92714 
(714) 553-6655 
Fax: (714) 553-1406 


AVERAGE SCORE: 


386SX/25, VGA, CD-ROM, 
DOS 5+ 


Controller 
Mouse/Keyboard 
Hard Drive Space 
1.2 Meg 


Number of Players 
One or two players 


Available For 
PC and compatibles 


Designed By 
Celeris 


Distributed By 
Interplay 


Street Price 


()uit Talkin’ and Start Chalkin’ = 


The billiards hall 
nearest to your 
home can now be 


found on your 
desk. 


95 


Visuals 


Are you one of those people who 
always seems to wind up as shark 
bait whenever you get into a game 
of pool at the local pub? Can’t seem 
to get the hang of cushion shots? 
Want the feel of a real pool hall with- 
out all that stale cigarette stench? 
Welcome to Virtual Pool, a 3D mod- 
eled pool hall for your PC. Explore 
the world of billiards, from a narra- 


85 


79 
83 


91 
86 


Stick it to the competition via 
modem or network. 


81 


Audio 


51 


Manual 


76 


tive history to a few lessons in trick 
shots, all from the comfort of your 
desk chair. 

Virtual Pool features film clips of 
Lou “Machine Gun Lou” Butera 
doing what he does best. There is 
an ample selection of video clips of 
trick shots, rules for the four types of 
billard games in the package (9- 
Ball, 8-Ball, Rotation and Straight 
Pool), a tutorial and a brief historical 
account of the sport of billiards. The 
virtual poo! hall is modeled in 3D, 
and you'll be treated to a “behind 
the stick” viewpoint. Which is proba- 
bly better than a “behind the eight- 
ball” viewpoint. 


78 
90 


Originality 


92 


Playability 


Manual 


Originality 
Playability 


Visuals 


Originality 
Playability 


Visuals 


If I'm not the absolute worst pool player on the face of the 
planet, | am certainly in contention. That being said, | enjoy 
the game of pool quite a bit. There’s something really satisfy- 
ing about smacking around the pools balls and hearing them 
thunk (occasionallydfmyGase)imtosthespoekets. Virtual Pool 
seems to be as ClOS@ aS you Can get 10 playing on a real 
table. | can tell beeause'lm terfible On a real table, and I'm 
pretty bad at this Game /100. | iKe*the tutorial bits. | played 
around with therefor Sometime and did actually see an 
improvement in my game. Control is brilliantly simple. For all 
of its good points, Virtual Pool dogs Mave some minuses. It’s 
often hard to se@ the @ntire table, for instance. The main 
problem | have with tfts*game is that as much as it recreates 
the actual game of pool, it does very little to create the actu- 
al ambience of a pool hall. Overall, the game is an extremely 
Clinical view of pool. It’s sterilized, as opposed to smoky and 
dirty like a real pool hall. The music doesn’t cut it. - Steve 


Although the game is less than impressive visually, Virtual 
Pool is a solid billiards engine. It could even make a differ- 
ence in the way you play the real game, since it uses a very 
good physical representation of the interactions between the 
various componeptsiof the,game: frietionsirom the table, spin 
from the cue, inertial momentum of the Dalls, etc. This is not 
to say that Virtual Poo! is not without iis problems. For one 
thing, although thé Virtual poo! ail is modeled in 3D, the bil- 
liard balls are 2DeJdump shots aré a big part of my game, and 
Virtual Pool wom tlet me make them. Another problem is with 
the tracking option: ikyou turn it On and hit the cue ball dead 
center every time, the straight lines that Show the projected 
paths of all the balls"aré very accurate. But as soon as you 
Start adding english and setting up masse shots, the tracking 
gets shot to hell; it's worse than useless, since it leads you to 
believe something inherently untrue about pool. A good 
game, but not a great game. - Ted 


Of all the products from the last year that have the word “vir- 
tual,” or some variation thereof, in their title, Virtual Pool has 
to be one of the best. The sound and feel of the game is all 
there, or as much as you can get from a mouse. Even though 
the balls cannot jump Offofthe tale Sufface, | don’t think the 
game lacks for if TAG Controls are easy 10 learn, and it takes 
no time at al tO jUMp rigAt in\ ana start playing. 
Understandably, te polygon @raphies are not texture- 


a | 
$50.00 : ‘ . Q 3 mapped for performance purposes, and this game does not 
. lose a lick when ¢hanged irom VGA to SVGA, even on a 
° Audio 486/66. But it dogs lack.a warmih that is usually found around 
; a billiard environment, whetner it be in a pool hall, bar or 
COMPUTER 97 basement The video footage included IS terrific and educa- 
GAME Eat : hi ~ : tional. | would think the best attribute that this product has is 
—_— anua : - 
REVIEW Just stroke it: aim and shoot teaching aspiring pool masters (or sharks) how to set up 


shots and learning the geometry of the table. For pool lovers, 
this is a must for your computer. - Tasos 


with your mouse. 


87 


HE SPINAL FRONTIER 


7 
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¥ 
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IN SPACE, NO ONE CAN HEAR YOU CLEAN. 


Take home the newest adventure in the award-winning series that has sold over one million 
games. Fight grime and battle evil adversaries with Roger Wilco, janitor turned space 
adventurer, as he joins farces with video games, TV and sci-fi movies, past and present — 
in the wildest Space Quest ever. 


WITH STUNNING NEW 3-D-RENDERED SVGA GRAPHICS 


See your local software retailer or call 1-800-757-7707 today. 


ese § 2 EF KH 


©1995 Sierra On-Line, Inc. All rights reserved. Space Quest°® is a registered trademark of The Children’s Museum of Indianapolis, Inc. and is used by license. 


Swoop! There It I. 


er turliNa OX, sure, it’s just Galaxian with a fresh coat of paint, but in the 
Maybe you can be early ‘80s, | was the best Galaxian player | knew. Swoop Is 
one of us. The few. Love nothing original at its core, but there are some unique ele- 
The proud. The Playability ments here. | love the power-ups, which are fairly diverse and 


: ° pretty inventive, angitheWay you gétthenme-shooting the yel- 
Alliance Marines s oS low aliens when they alttack=-is/nice as well. Don't kid your- 


(Bug-Hunt Division). self with Swoop, YOU wont get lOSt or'a-Couple of hours or 

STEVE days in a maze Of complex puzzlesmilfiiact, you probably 

“As a Shock Trooper in the won't ever play itr more than’ half an hourat a time (unless 

Swoop Alliance Marines Bug-Hunt Division, 84 you're really good), But that half an hour will be spent playing 

the sub-zero temperatures and vel- Audio one of the nicest shooters to come around for the Mac. The 

By Ambrosia vet silence of space battle are noth- graphics are very Clean and attractive, and the music is fan- 
PO Box 23140 ing new to you.” So begins the press Gg 0 tastic and, because the Wagneresdue Soundtrack is so terri- 
Rochester, NY 14692 release to Ambrosia Software's new bly inappropriate for a simple action game, entertaining in the 
(746) 427-2577 shareware game, Swoop. For Mac WCULCUREE extreme. This is the kind of game | love having on a hard 
Fax: (716) 475-9289 users only, the arcade action Is RY / A drive. | can take a break from work for a couple of minutes 
basically Galaxian with a few twists. and vent a little frustration. Great price, too. - Steve 


Not only will you need to cope with 


AVERAGE SCORE: 


| Requirements | 


Originality Although I’m sure there’s more out there for the Mac than 
arcade games, arcade games are all we seem to see any- 
25 more as first releases. Ambrosia has done a fine rip-off of 


Galaxian with Swoop, including some things that probably 


Bisniernities would have madesGalaXian a bettér Game than it actually 

90 was. The powefeUps are Genuinely useful, and the interface 

It’s the attack of the Shadow makes the game simple enought for even a simpleton to play. 
Swoopers! ETE LM Mind you, you'll still\need good feflexes, particularly when 


8 0 playing the higherlevels. There's nothing Searier in this game 
a raging onslaught of Swooper bug- than to have ten Ships coming at you allatthe same time with 
gies, you'll also have to deal with Audio no power-ups with Which 10 defend yoursell. The graphics are 


Controller surprise visitors such as shot-block- 7 5 nothing spectacular, and the sounds are from Ambrosia’s 


Mac LC 


Keyboard ers and shadow spiders. standard library (a good library, mind you). Strangely, the 
; Fortunately, you won't be left with same thing that makes this a good game also makes it a so- 
Hard Drive Space Vy Sia ial g ony 


44 Meg only the single-shot cannon to So game: it’s a lunch break-type game. It's good when you 

defend yourself. By shooting the N/A only have five or ten minutes to kill, but its singular lack of 
Imperial Flagships, you'll be reward- depth of play makes it only alunch break game. - Ted 
One Player ed with some high-powered 


Available For weaponry that is more than able to 


Macintosh deal flaming death to the buggies elite iuriisas Ambrosia’s back and they're ready for resurrection! Just turn 
acintos 


he Weadene: tcigls fie. Reagan 30 your monitor on its back and put a pizza in the oven for some 
| _Designed By __ Shield (hi-tech orbital protection) 


real nostalgia: playing Galaxian, the tabletop version, while 
Ambrosia and the Ollie North Class Shields Playability you wait for a large pepperoni and mushroom at the local 


Distributed By (allows you to get away unscathed), 86 hangout. It might@o@ @asyato knogkithisieompany for remak- 


Ariheneis as well as Tactical Nukes. ing old arcade) games. The reason | Won't, however, Is 
Street Price Peacemakers, and Gravemakers. Wistials corn pik , ri — _ us N 
eal particularly the musi¢ are terrific and make a big differ 
$15.00 80 ence in the whole @xperience, With thé addition of special 
weapons it is a different game, too. JT you fear computer 

Audio games that will Gat Up, mOSt Of yOUr CONSCIOUS time for the rest 
of the month, thi$ i$ Mot One of them. This Shooter might hold 

0 0 your attention for a féW'tries and that’s probably about it. Not 
too many surprises, just what you'd expect. Same goes for 
the price. For Mac users who like some of these arcade clas- 
N | A sics, Ambrosia is the company to watch for. Who knows what 
they're working on next? Pong, perhaps? - Tasos 
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Axis nation - and get teadly to fimble! - > : 
Game play is fun, easy and gorgeous! © =~ \. 
paola. SVGA graphics and intense anima- 
“tion help you feel.the destruction as ouilinns Ten 
~ burn and tanks explode! All this plus digitized photos: ene 
of over: 200 tanks make StreL PANTHERS as. exciting to 
- watch as it is to play. Add digitized. sound effects and 
“this WW: fl blockbuster will Have yout running. for cover! 


OF call 4- 300-601. PLAY 

«wih Visa/MasterCard - 
Se oS =>. (North America - 
: - only, lease). 


‘OnPe pos: 
CO-ROM for IBM 
and Compatibles 


A MINDSCAPE* COMPANY 


| — STEEL PANTHERS is a trademark of Strategic Simulations, inc. 
—1 ©1995 Strategic Simulations, inc. All rights reserved. 


“In flight 
school they 
taught us that 
prolonged 
viewing of 
flickering 
images can 
produce ‘flicker 
vertigo’—a 
condition 
resulting in 
headaches, 
dizziness or 
nausea.” 
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The Ghost Takes a Guest: Kelt Reeves 0 
Falcon Northwest Tackles Framerate 


Your Framerate 
and You: an 
educational film at 
30 frames per 
second. 


Last April, CGR was good enough 
to print a letter of mine that 
explained how the new SVGA 
games like Wing Commander Ill 
and U.S. Navy Fighters needed 16 
Megabytes of RAM to run smoothly. 
Unfortunately, this caused almost 
as much confusion as it solved. | 
received many calls from confused 
gamers asking things like: "So if | 
put 32 Megabytes of RAM in my 
386-SX Wing Commander Ill will 
run great, right?" In a word—NO! 
The mainboard RAM becomes a 
limiting factor on SVGA games, but 
not if your system isn't powerful 
enough to produce a fast framerate 
in the first place. There is still so 
much confusion over framerates out 
there. Many gamers don't even 
know what "framerate" means. So 
here it is, everything a gamer needs 
to know about framerates. 

Framerate is the number of times 
per second (expressed in frames- 
per-second or "fps") that a program 
or computer system creates a new 
image on the screen. If your pro- 
gram and/or PC is not generating at 
least 30 frames every second your 
game will appear "choppy". 

Last year at the COMDEX trade 
show | had an argument with a gen- 
tleman from Intel. We were showing 
our MACH V PCs and how they 
could produce over 90 fps. The guy 
from Intel argued that the human 
eye could only see 15 frames per 
second, and thus it was useless to 
have anything run faster. This 
annoyed me greatly because not 
only was he dead wrong, he was 
telling me we were wasting our time 


| Beaty | 


DOOM2 -devparm. Note the handy framerate tester in the lower 


lefthand corner. 
creating PCs that could do more 
than 15 fps! 

The human eye can see between 
24 and 30 new images every sec- 
ond (it varies slightly from person to 
person). When a moving image 
drops below approximately 24 fps, 
the image starts to appear "choppy" 
or flicker. Usually, this is just an 
annoyance and detracts from your 
enjoyment of the game. However, 
in flight school they taught us that 
prolonged viewing of flickering 
images (such as lights through an 
airplane propeller) can produce 
“flicker vertigo"—a condition resullt- 
ing in headaches, dizziness or nau- 
sea. And you thought it was just a 
bad game making you sick. 

The easiest way to see how frame 
rate affects you is to take into 
account how people create the 
movies, television and games that 
you see. Movie film runs at 30 
frames per second (it is actually 
filmed at 24 fps, but the projector 
shows the film at 30). American TV 
(NTSC format) runs at 30 fps (tech- 
nically, 60 fields per second, but I'm 
trying to simplify things). If you work 
for Intel and don't believe me, check 
out a videotape or TV test pattern 
that has a "time code" on it. A time 
code is a series of numbers at the 


bottom of raw video footage. If you 
have a Satellite dish at home you 
probably see these a lot instead of 
commercials. Note that the num- 
bers after the decimal point only go 
up to 30. These aren't hundredths of 
a second, but frames per second. 
An interesting sidenote is that 
SVGA at 640x480 resolution is 
actually higher than a television can 
display. When rendering animations 
for television, we use 752x480 reso- 
lution, but some of this is lost out- 
side the viewable TV screen. When 
personal computers can display 
752x480 resolution at 16.8 million 
colors, true movie-like games will be 
possible! 

This brings us to computer games. 
Have you ever been playing a flight 
simulator, and when you rolled the 
plane, the horizon just sort of 
"clicked" to the next frame instead 
of rolling smoothly? This is low 
framerate at its worst. Most PCs 
just are not designed with DOS 
framerate in mind, and many game 
designers aren't aware of its impor- 
tance either! A few designers are 
finally coming to their senses, and 
the good ones are actually doing 
something about framerate perfor- 
mance. Here are my votes for best 
and worst use of framerate in a 


video game: 

BEST: id software for DOOM and 
DOOM Il. id is perhaps the first 
company to program a game to run 
faster than the eye can see. To 
boot, they throw in the gaming 
world's most accurate internal fram- 
erate tester: you (I'll explain this in a 
minute). DOOM and DOOM II run in 
320x200 VGA at 35 fps if your PC is 
capable of it. This is why DOOM is 
So smooth it makes some people 
motion sick! To see how fast your 
PC runs DOOM, start the game by 
typing "DOOM -DEVPARM". This 
starts DOOM with the designer's 
parameters and will display a line of 
white dots at the lower left corner of 
the screen. According to id's release 
notes, the way to determine your 
framerate is: 70 / (number of dots lit 
+1). Thus, if you have only one 
white dot: 70 / 2 = 35 fps. If you 
have more than one dot lit, you're 
not running at the game's maximum 
possible framerate. This test should 
be done while you're moving around 
and shooting things, not just sitting 
there. This framerate test uses you 
as the calculator and only uses 
enough CPU power to turn on or off 
one pixel. This keeps the CPU pro- 
cessing your game, not distracting it 
with a fancy, invalid framerate test. 
This is graphics coding at its best! 

WORST: Origin Systems for 
Pacific Strike. Let me first qualify 
this by saying that Origin has made 
most of my all-time favorite games, 
but they did have this one real 
stinker. Why didn't it sell well? It had 
amazing graphics, and a popular 
Strike Commander _ following. 
Answer: framerate. On an average 
486 DX2/66 this game put out 
approximately 15 fps at medium 
detail. Full detail could cut that down 
to 5 fps! What was the problem? 
The graphics certainly weren't a 
huge leap above Strike Comman- 
der's. The problem was that the 
designers simply didn't take the time 
to streamline the game's code to 
run on the average computer. This 
is a trait that has become way too 
common as time pressure pushes 
publishers to rush their products to 
market. The only way to overcome 
bad programming like this is to get a 
PC fast enough to make up for it. 

There are many programs to test 


framerates; few of them are any 
good. Most framerate testers that 
are built into a game update the 
number they display once every 
second if not more often. This 
makes an accurate frame rate test 
impossible for three reasons: 1) It 
takes CPU power away from the 
game to calculate frame rate and 
even more to graphically print this 
as a number on the screen. 2) A 
framerate displayed once per sec- 
ond or more often usually only indi- 
cates new sprites generated by the 
game, not full frames actually dis- 
played by the PC. 3) Any game that 
does not call IRQ 8 to check your 
computer's hardware clock, or 
check the DOS clock, cannot accu- 
rately know how long a second is! 
The only way to accurately test the 
framerate of a computer is to run a 
standard number of standard poly- 
gons through your PC, and when 
they are all done, check the clock to 
see how long it took. In the past four 
years | have seen only one decent 
framerate tester that has enough 
copies out there to become a stan- 
dard: 3D Bench version 1.0. 3D 
Bench was made in 1990 by a 
British company called Superscape. 
| met the nice folks from Super- 
scape at COMDEX last year. They 
were completely unaware that they 
had created the only decent bench- 
mark that every person who plays 
games should have. | was over- 
joyed to meet them because they 
had a new 640x480 version of their 
test! Unfortunately, my hopes were 
dashed. Happy though they were 
about my fervor for their framerate 
tester, they make virtual reality soft- 


Kelt’s vote for worst framerate goes to Origin’s Pacific Strike. 
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ware and never intended their 
benchmark for anything but their 
own software's use. The new SVGA 
tester only runs from within their VR 
development software, and is not 
public domain. 3D Bench is a fan- 
tastic test and we give it out with all 
of our PC's, but it’s showing its age. 
It was very accurate on slow PCs, 
when the test actually took 60 to 
100 seconds. We now run the test 
in about four seconds and whether 
the test takes 4.1 seconds or 4.2 
seconds it can only display up to 
99.9 fps. We also recently killed it in 
testing: We rolled it over on one of 
our new PCs and now it reads 00.0 
fps. Any qualified programmers who 
might want to do a new version 
please fax over your qualifica- 
tions... 

A final word of caution: Framerate 
is life, but framerate tests are not! 
Many gamers who realize the 
importance of framerates have 
become fixated on them. They pore 
over video card specifications with a 
glazed look in their eyes; they run 
3DBench on every PC at Bob's 
House O’ Computers; they call our 
technicians trying to pry secrets out 
of them. To these ravenous techno- 
junkies | say this: Framerate tests 
are only one measure of a game's 
"fluidity". | don't care if your PC can 
display 200 frames per second 
according to a benchmark, if your 
hard disk and controller can't pull 
the game off the drive that fast, if 
your processor can't create texture 
maps that fast and your software 
isn't coded to run at least 30 FPS, 
your game will not play smoothly. 

- Kelt Reeves 


“The only way 
to accurately 
test the 
framerate of a 
computer ts to 
run a standard 
number of 
standard 
polygons 
through your 
PC, and when 
they are all 
done, check the 
clock to see 
how long it 
took.” 
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Keyed Up Over a Joypad 


Suncom’s SFX 
Joypad will have 
you thinking twice 
about your control 
preference. 


| once was of the firm belief that 
gamepads had absolutely no place 
in computer gaming. The first time | 
tried one out, it felt like | was back in 
that technological stone age known 
as the Nintendo Entertainment 
System. Several games have come 
out that have since changed my 
admittedly harsh viewpoint, but | still 
felt as though the usefulness of 
such devices was limited, at best. 

No longer. Suncom’s latest prod- 
uct has had me drooling all over my 
ascot ever since | was given a pri- 
vate showing of it during my visit to 
their plant in February. Unfor- 
tunately, | saw it under a non-disclo- 
sure agreement, and thus couldn't 
tell you about it. 

The SFX Joypad has all of the 
Standard items you’d expect to see 
on a gamepad: an eight-way control 
disc and some buttons. The SFX 
functions perfectly well as a stan- 
dard gamepad, and has the addi- 
tional bonus of having six (instead 
of four) control buttons. There are 
also two buttons found along the 
leading edge of the controller that 
override the pad’s standard A and B 
buttons on the face. 

OK, so it’s pretty standard fare so 
far. What sets the SFX Joypad apart 
from the pack is that it also functions 
as a keyboard emulator. No support 
software is needed, as the keyboard 
programming is hardware-driven. 
All eight buttons (six on the face, 
two on the edge) are programmable 
with a single keystroke (or a repeat 
keystroke—more on that), and each 
of the four cardinal directions of the 
control disc are independently pro- 
grammable, as well. 

“But that’s only 12 functions!” | 
hear you whine. Keep your cool, 
there’s more. There is a four-posi- 
tion selector switch that lets you 


Currently, the SFX Joypad is the best hardware I’ve seen all year. 


program all 12 of those buttons four 
times. Do the math—that’s 48 sepa- 
rate key functions. Now, admittedly, 
you can’t program macros; the 
hardware can’t handle multiple keys 
on one button. That doesn't prevent 
you from pressing a button combi- 
nation, which the computer will see 
just as though it had come from your 
keyboard. You can switch between 
the four sets of programmed keys 
on the fly with nary a performance 
drain. 

If you want to split the functions of 
the disc from the buttons, two slide 
switches allow you to do this. You 
can program the buttons with the 
keystrokes you want and leave the 
disc in native mode, or reverse the 
process, programming the disc and 
using the standard button setup. 
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TECHNICAL NOTES 


Programming the SFX is one of 
the simpler things in computerdom. 
All you have to do is switch the unit 
to keyboard programming mode, 
press and hold one of the buttons 
on the SFX and press the character 
on the keyboard that you'd like to 
assign to that button. If you want a 
repeating character, press the key 
twice in rapid succession. Once 
you're done, switch the unit back to 
its operation mode and you're ready 
to roll. If you’re in an area of a game 
that would be easier to play with a 
gamepad, but the SFX is set up in 
keyboard mode, simply slide the 
disc and button switches over to 
standard mode; no reboot is 
required. - Ted Chapman 


There is only one drawback to the SFX: Because the config- 
uration is hardware driven, you can't use it for two keyboard- 
intensive games at one time. In other words, if you are using 
it to play Dark Forces and Microsoft Flight Simulator (a game 
| still like to play | 


ve to reprogram 

lip-flop back and 
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or most of them: 

door/flip switch, etc. 

or anyone searching 

OF scheme other than the keyboard, 


simply because there’s so much command crossover. 
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Adapters for PS/2-type machines are included, and, for $30 
90 retail (probably $25 street), | don’t think you'll find a better 
deal. 


- Ted 
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You're on, and its all up to you. No time for 
presenting anything but the Stealth 64 Video 
Series, from Diamond. Delivering true multimedia 
acceleration. With both blazing fast graphics 
and fullscreen, full-motion video that will carry 


Software Drivers Included 
Windows 3.1 Windows for 
Windows NT 3.5 
AutoCAD 10-386-13 AutoShade 2.0 
3D Studio rl-r4 IBM OS/2 Warp 
MicroStation 5 And More... 


Video CODECs a 
Software MPEG Cinepak 

Video CD Playback —Indeo 3.2 

CD-1 Video Playback MS Video | 
Hardware MPEG available for Stealth 64 Video VRAM 


Stealth 64 Stealth 


Video VRAM Video 
= Controller: $3 Vision 968 $3 Vision 868 
: Vertical Refresh: To |20Hz To 120H2 
| Max. Res: 1600 x 1200 1280 x 1024 
| Memory: 


2MB (up to 4MB) 1 MB (up to 2MB} 
lot DRAM 


Workgroups 3.11 


you to the pinnacle of 
your performance. 
Because there’ only 
one way to deliver 
your ideas — with true 
visual impact. Starting 
with 16.7 million colors, 
photo-realistic images 
and fast, up tol 20HZz, 
flicker-free refresh 
rates. The Stealth 64 


Uinee ySenes Hroviges Teauality playback in 
scaleable, full-screen video, including software 
MPEG, that will put your thoughts in motion. 


* CorelDRAW 4.0 CD 


& Asymetrix software all bundled in retail v 


Plus if you need professional quality 
MPEG, or live video input, the Stealth 
64 Video VRAM gives you the option 
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to upgrade to our 
daughter card, the 
Motion Video Player. 
The Stealth 64 Video 
Series comes bundled with 
CorelDRAW” 4.0 CD — the leading 
graphics application — plus 3D F/X” a 3D animation 
software, and Digital Video Producer” a digital 
video editing program, from 
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Asymetrix.* Diamond InControl = — = — 
Tools for Windows makes it easy |e | ae 
to set up and optimize your z x Ss 
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Comalzte 5 Multimedia 
Desktop Control With 
InControl Tools Software 


provides a five-year parts and 
labor warranty, 24-hour fax-back, 
and convenient on-line support 
services. Giving you the confidence to put your 
image on the line. Anytime. For more information 
contact your local dealer or call Diamond at 
1-800-4-MULTIMEDIA today. 

Multimedia acceleration without compromise. 
Would you present it any other way? 


1-800-380- ei ° internet = Wav. diamondmm. com 
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REVIEW : 


Spacetec’s 
Spaceball Avenger 
game controller 
will turn your head 
in more ways than 
one. 


If you’re like me, you’ve probably 
been wondering how long it would 
be before somebody got around to 
developing a controller for all the 
gajillions of first-person shooters 
that have popped up since the initial 
success of Doom. I’ve always found 
it sort of a pain to have to juggle 
keyboard and mouse (or keyboard 
and joystick) in games like Arena, 
Doom, Descent, etc., etc., ad infini- 
tum. So when | saw the first beta 
version of the Avenger at Winter 
CES ‘95, | was more than a little 
Curious to see how they’d pull it off. 

The Spaceball Avenger is a six- 
button controller with an interesting 
control ball built onto the left side. 
The ball can be pushed, pulled and 
rotated along and around the three 
cardinal axes (X, Y and Z planes), 
and combinations of movements 
become somewhat dizzying to think 
about. The buttons have limited 
reprogrammability and are game- 
specific (the Avenger is NOT a key- 
board emulator, so you cannot pro- 
gram a button with a key com- 
mand). Several game drivers are 
included, and more are on the way, 
either from the game companies 
themselves or from Spacetec’s 
website (http://web.spacetec.com/) 
or FIP (ftp.spacetec.com). The 
game drivers packaged with the 
Avenger include Dark Forces, 
Descent, Doom and Doom Il, Rise 
of the Triad, Corridor 7 and 
Wolfenstein 3D, among others. 

Oddly, the Avenger has no game- 
port adapter plug. The Avenger 
instead connects to a COM port. 
The default pin configuration is 9- 
pin, but Spacetec is nice enough to 
include a 25-pin adapter. So before 
you run out to the store, make cer- 


tain you have 
the proper port 
connection on 
the back of 
your machine! 

Because the 
Avenger is 
unlike anything 
previously 
encountered in 
the sphere of 
game _—_—con- 
trollers, 
Spacetec has 
put together a 
tutorial to 
teach new 
users how to 


handle the 
device. The 
tutorial will 
show you the 
proper grip 


(very important!) and will run you 
through a 3D room where you can 
practice the basic moves. 


TECHNICAL NOTES 


Before you run out and buy one, 
check the number of free and active 
COM ports on the back of your PC. 
Unless you have a PS/2-type 
machine, chances are good that 
your mouse will probably be con- 
nected to COM1 (a 9-pin port). If 
you have an external modem, your 
COM2 port is probably taken. If 
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The Avenger: not your typical control scheme. 


either one is free, you're set, but if 
both are taken, you'll need to shell 
out some cash for a dedicated COM 
port for the Avenger. Installing one 
of these can get tricky, but I'll leave 
it to your discretion. Setup is rela- 
tively straightforward, but if you’re 
running multiple configurations, 
you'll probably want to edit your 
boot files so that you can determine 
the proper placement of the two files 
the Avenger needs to operate. The 
TSR for the Avenger takes up about 
12K. 

- Ted Chapman 


The Spaceball Avenger is certainly the most interesting 
design for a game controller I’ve seen in recent years, but it 
has some flaws that made me wary. You'll need the delicacy 
of a lockpick and the stamina of a riveter in order to get the 


. Because the ball 
an inch) when it is 
twitch can send 
the ball’s move- 
more easily than 
comfortable with 
learning. | tested 

d Descent; Doom 


2 was by far the easiest of the threeBecause there is no true 


up/down motion. The other two games were tough to control, 
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Christmas ‘95. 


even with the amount of practice | put in. The price is way too 
high, but Spacetec says it should be down to about $100 by 


- Ted 


BIGGER HARD DISK - 
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If you don't care about playing games, buy any computer. 
If you don't care how fast your games run, buy any "multimedia" computer. 
If you're a serious gaming enthusiast, you need a MACH V Gaming PC. 


Intel Pentium™ 100 MHz Processor 

100% Compatible with All IBM™ PC Software 

Falcon PCI Bus Motherboard, 256K Cache exp. to 1 meg 

64 Bit PCI Graphics Board with 1 Megabyte - 16.8 Million Colors! 
Falcon PCI Bus Enhanced IDE Hard Drive Controller 

8 Megabytes of RAM expandable to 128 

1.44 Floppy Drive 


195 ms QUAD-Speed CD-ROM Drive 

Creative Labs SoundBlaster 16™ & Shielded Multimedia Speakers 

CH Products FlightStick PRO™ 4 Button Joystick with Viewing Control 
CH Products Automatic Speed Sensitive Dual Gameport 

Mini Tower Case with 250 Watt UL approved power supply 

14" Non- Interlaced Super VGA Monitor, .28dp, Edge-to-Edge Display 
101 Key Keyboard, 3 Button Serial Mouse 

MS-DOS, Windows™ (latest versions) & 10 free CD-ROMs! 

One Year Parts & Labor Warranty, One Year On-site Service 

UL, CSA, TUV and FCC class B certified 

16550 UARTS, Temperature sensitve fans, Customized BIOS' and many other unique features! 


Trademarks are the property of their respective owners 


VISA,MasterCard & Discover Accepted 
Financing Available On Approved Credit. 
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All Those Wonderful Games 


Think of it as 
getting the CD- 
ROM drive free. 


| reviewed my first Diamond a oe os 
Multimedia Kit (the MMK 5000) 2 Su 
back in January of this year, and 
pronounced it one of the most desir- 
able kits on the market. The latest 
follow-up, the MMK 2000, seems to 
be every bit as desirable, particular- 
ly if you’re an avid gamer. The hard- 
ware has changed somewhat over 
the MMK 5000; more to the point, 
though, the price point is easier on 


Compr” 
[nteracHey, 


Diamond’s MMK2000 includes a great bundle of games. 


the pocketbook. 

The biggest change, hardware- 
wise, is the sound board that is 
included in the package. The MMK 
5000 had a standard 16-bit stereo 
board; the MMK 2000 Games kit 
comes with a 32-voice wavetable 
board that is crammed with 2 
Megabytes of RAM. FM synthesis is 


still handled by the Yamaha OPL-3 
chip, and the board still has a 
Roland MPU-401 MIDI compatible 
port. 

The CD-ROM drive packaged with 
the kit is excellent. Built by Toshiba, 
it is an IDE drive with a 190 ms 
access time (150 ms seek) and a 
256K buffer. Compare this with the 


MMK 5000’s CD drive: a Teac 
quad-speed, ~200 ms access time, 
and only a 64K buffer. The only sim- 
ilarities between the two are that 
both are multisession Photo CD 
compatible and both are quad- 
speed. 

The software bundled with the 
MMK 2000 Games kit is excellent. 


MAN 9 GRUB. 


Three CGR award winners are bun- 
dled: Magic Carpet from Electronic 
Arts (overall score: 94), SimCity 
2000 from Maxis (overall score: 94) 
and Wing Commander II from Origin 
(overall score: 90). Please note that 
the version of WC2 included with 
this kit is the Deluxe Edition, 
released in 1994. The other titles in 
this package are good if not great: 
Cyberia from Interplay (overall 
score: 84), Dragon Lore from 
Mindscape (overall score: 80) and 
The Lemmings Chronicles by 
Psygnosis (overall score: 83). All of 
these last three games were 
reviewed in February 1995. Also 
bundled is an excellent reference 
work on CD, Compton’s Interactive 
Encyclopedia, 1995 Edition, from 
Compton’s NewMedia. 


TECHNICAL NOTES 


Put on your thinking caps for this 
one, upgraders! First off, the 
Toshiba CD drive is hardwired to 
IRQ 15 and port address 170. This 
will cause most upgraders no trou- 
ble at all, since that IRQ and port 


combination would rarely be used 
for anything else. 

The sound board is one you can 
probably expect to see as a stand- 
alone from Diamond, since it has 
interface connections for three other 
types of CD-ROM drive (in addition 
to the IDE): Mitsumi, Panasonic and 
sony. There are no jumpers to set 
on the board, as all hardware is con- 


Installation 


83 


Ease of Use 


84 


Durability 


N/A 


Usefulness 
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Forces had real tro 
managed to get 
by using the m4 
also refused to 4 
games, although 
games | tested. 


MIDI/wavetable sound 


figured through software. There is 
something of a stiff peripheral con- 
nection penalty with this card, 
though: you need to have three free 
interrupt lines in addition to the IRQ 
automatically taken by the CD drive. 
| selected IRQs 5 for the Sound 
Blaster emulation, 9 for 
MIDI/wavetable and 11 for Windows 
digitalaudio. - Ted Chapman 


Almost everything about this kit is exceptional. The CD drive 
is tremendous, the manuals are well-organized and detailed 
and the sound board does a fine job just about everywhere. 
But it is with the sound board that | have some trouble. Dark 


fy although | finally 

ert with the card 

he joystick port 

epad with some 

about 75% of the 

d Blaster compati- 

e; Sound Blaster Pro 

Ould accept. General 

about what you'd expect: It doesn’t 


shine, but it's certainly better than the old FM standard (how 


Manual 
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THE Gobs ARE ANGRY. 


quickly we become jaded—General MIDI is already begin- 
ning to show its age). | think the price is a bit steep, but the 
bundle is an exceptional one. 


- Ted 


MMK2000 Games 


By Diamond Multimedia 


2880 Junction Avenue 
San Jose, CA 95134-1922 
(408) 325-7000 
Fax (408) 325-7070 


RAGE I5 HOME. 


(PRIMAL RAGE, ComING To YouR HOUSE AUGUST 25, 1945.) 


Sega™ Genesis™ 
Sega™ Game Gean™ 
SuPer NES™ 
Nintendo@® GameBoy 
PC-Ch Rom 


_TIME WARNER 


Primal Rage & Ous9¢ Atari Games ConPoration. 
Licensed {o Tine Warne? Inferactive. Inc. All ightS PeSePred. 
Sega, Genesis, 32X and Saturn ate trademarks of Sega Enterprises, Ltd. All Rights Reserved. 
infendo Entertainment SyStem, Nintendo, reg and the Official Seals are registered 
trademarts of Ninfendo America, Lnc. All Rights ReSePved. 


foeil; 


The Beer Hunter 
By The Discovery Channel 


7700 Wisconsin Avenue 
Bethesda, Maryland 20814 


(800) 762-2189 
Fax: (301)986-4826 


486+, Windows 3.1, 4MB RAM, 
system 7.0, 256 Color Monitor 


Available For 


MPC, Mac 


Designed By 


Redmon Group 


Distributed By 


Discovery Channel 


Street Price 


$39.95 


N/A 
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What Topic That Is Talked About Mor 
Tha 


The Beer Hunter. That's the name 
for the latest release from Discovery 
Channel Multimedia and it’s sure 
satisfy the tastebuds of just about 
everybody from the dedicated beer 
connoisseur to the beer-with-dinner- 


Beer is an ancient drink 
maybe even pre-dating bread. 


only kind of drinker. What makes 
this such a wonderful CD-ROM is its 
host—Michael Jackson. Jackson is 
recognized as the beer expert in the 
world and has spent his entire jour- 
nalism career drinking beer and 
then writing about it. He brings his 
years of experience alive as the 
video host for Discovery’s The Beer 
Hunter. 

Jackson begins this extraordinary 
multimedia beer tour by rejoicing 
the fact that Americans are in the 
midst of a beer renaissance. He 
says that micro breweries are pop- 
ping up all over the country and are 
rediscovering the brewing tech- 
niques of centuries past. 

If it is the history of beer you’re 
interested in, then you'll be sur- 
prised to know that of the most 
ancient recipes for anything ever 
uncovered are Mesopotamian and 


they appear to be beer recipes. The 
recipes acknowledge the drink’s 
“blissful” qualities. 

There is much more though in The 
Beer Hunter. The very clean and 
easy to use interface is made for 


Michael Jackson lists his top 
24 favorite brews. 


brewing...uh...browsing. But if it is 
brewing you're interested in check 
out the home brewing area where 
Jackson dives into the topic in detail 
and has some great advice. The 
interesting text is accompanied by 


PRimt COrr 
Homebrewing wes legalized 4 
in the United States in 1979, 
and since then an estimated | 
milion Americans have taken 
up this hobby. The numbers 
are still growing. Some start 
out of cutiosity, others treat 


homebrewing es a form of 
cooking. Many early 


e, Politics (Religion? It's Beer 


he Discovery Channel is hopping into the multimedia 
mix with a heady CD-ROM that explores the world of 
beer. Your host is a real beer drinking expert; the 
renowned Michael Jackson. Everything about beer is 
here in this CD-ROM including his favorites. 


Jackson’s video and makes for a 
very interesting time. 

Also very interesting is the area 
where Jackson presents his top 
brews and all their specific informa- 
tion. In sound clips he gives even 


at Brewing Co, F 


Fer Style Ctags, oct sare 
ZL SACI Detober and November) 

i ‘Thee, Piebal bes theatn of Techomelegy, 4055 Wert Petecton Aveneia, 

H Chscag, IL ddded. 


perur 


The brewing resources is a 
indicative of this title’s depth. 


further insights as to their taste and 
why he likes them. 

So, here’s toasting the Discovery 
Channel and Michael Jackson. The 
Beer Hunter is a well brewed CD- 
ROM. -Steven Greenlee 


The Art of Brewing includes a video trips inside commercial 
breweries and a look at how to make your own stout. 


Survey an Island 
Battle Mutated Creatures 
iscover Lost Temples 
Explore a Spacecraft 


Solve Mysteries 
Save a Wor 


and be home in time tor supper 


available at fine software retailers everywhere! 


CVicconorum LORCCUM - Woodborough Ave., Toronto, Ontario CANADA M6M 5A1 Tel:(416)656-6406 Fax:(416)656-6368 TOLL FREE 1-800-465-CDCD (2323) 
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= Le Games q 
te Fo ier i 


a s = | 


{ Le Trash 7 


Pepe Le Pew chases ee 
all over your desktop. 


Looney Tunes 
Animated Screen 
Saver 


Is it fun? Darn tooting, pardner. 
The Looney Tunes screen saver 
from Berkeley Systems is just a lot 
of fun to watch. Still the name in 
screen savers, Berkeley has done 
the lunacy of Looney Tunes justice. 
There are a dozen modules to 
choose from including the Acme 
Home Shopping Network (Acme 
Anvils are on sale now) and 
Desquetoppe D’amour (guess who 
stars in that one?). My favorite mod- 
ule is Cartoon Lessons where you 


Wile E. Coyote demonstrates 
the laws of cartoons. 


can see the laws of cartoons come 
alive. For instance Efficient 
Displacement: A character passing 
through a solid object will leave a 
hole in the outline of their body. This 
module is very funny. Warner Bros. 
Looney Tunes is the perfect screen 
saver. -Steven Greenlee 


fam \/ ] Bae ‘A 
65 # \j Vindow S 3 F Vt \, 


Requirements 


iB pes at. a? 
lard Urive op. 


IBM Consumer 
Survival Kit 


Despite it’s simple interface and 
somewhat dry subject, this is the 
handiest CD-ROM to come around 
in some time. Consumer guru Clark 
Howard has compiled a CD that just 
may save you hours of frustration 
and money. 

Howard breaks down his con- 
sumer survival kit into categories 
and then goes into detail about how 
you should conduct business and 


Pi Clark Hownrd's Consumes Survival Kr 
Fite Edit Bookmark Notes Yideo Audio Help 


Long-distance Calling 


One potental npoff that most people are 

unfaendbar with 1s making a long-destance c : 
a pay phone, or any phone away from home The 
people who are out to get you are alternate 
operator sermces An AOS ss a company you 

dont even know you're using that can charge 
astronomucal rates for a long-chstance call 


RIPOFFS 


a munute 

ng e service For a 15-nmnute call, that’s [7 
wan eZ 35 on your sytem veri B13 for ap Fa 
AO’ ie 


Long distance rantions 
deserves a spot under Ripoffs. 


protect yourself. The categories are: 
Ripoffs, Money, Insurance, Cars, 
Travel and Real Estate. You'll learn 
things like the real truth behind 
credit cards and how insurance rep- 
resentatives can oversell them to 
unaware policy holders. This kind of 
sound advice and more can be 
found on this CD-ROM. 

Clark Howard’s Consumer 
Survival Kit is worth every dime of 
it's retail price. | -Steven Greenlee 


HELPFUL TIPS 


Buying a New Car 


Take your te m buymg a new 
reasoned appro Jeary paeaeed aps id 
money 


First, go to your bank or cred umon and 
prequalify for a car loan 


The best way to test-derve a car is to rent 
t for per haere the imate test 
deme aod ¢ not expensrve 


Each topic area contains a 
concise Helpful Hints section. 


J LAr: | 
| ite! a\t tia : 
+, VWViINdOWS 


XID DAAA PNR DA 
MB RAM, CD-RO 


How Your 
Body Works 


Have you been looking for a phys- 
iology CD-ROM reference work, but 
you don’t want to have to go back to 
college for a degree just to read the 


Skeletal Anatomy 


There are plenty of charts and 
animations in HYBW. 


thing? Well, Mindscape has just the 
title for you. It’s called How Your 
Body Works. This is a multimedia 
reference work with easy to under- 
stand explanations of just how your 
body works. You'll be able to see in 
3D animation how nerve impulses 
work or watch a fly-through of the 
human circulatory system. In addi- 


RELATED CONCEPTS _ 


Find useful areas ach as the 
one on prescription drugs. 


tion this title has in-depth informa- 
tion on how to stay healthy and a 
special area with a radio-style 
health segment hosted by radio 
host Pat Caroll, RN. 

How Your Body Works is easy to 
understand, but its greatest strength 
is its usability. 

-Steven Greenlee 


secu ESSE 
186+, Win 3.1, SVGA, 4MB RAM 


0+, Sys. 7.1, 256 Colors 


With all due respect to 


Minnesota and Atlanta, 


HardBall may be the 
greatest series of all time. 


am 


“HardBall 4 isn’t | grey 2 Oi ara “HardBall 4 is 
merely better (than 4 TST peer a without a doubt 
ESPN Baseball), aes = eet the most realistic 
it’s in another oe ee | baseball simulation 
league entirely.” you can buy.” 


- Entertainment 
Weekly 


a a 


t. sah 2 Pant: mass 2 
MCLE ae 1 ae Part - Electronic 
Den het? ee Entertainment 


SE aceycenaren ois f2 3 
vgs. 


2s PARAS MOR ED pene Pe eRSs Beet toon poplin 


it ee “Great graphics and 
Sai aaa SL fantastic arcade action 
ee eed Jy are what have made the 
co SCS ICD bse HardBall series the most 
popular action-oriented 
ball games around.” 
— Computer Ss Ps Ss 
Gaming World fe Reet Ae 


Pi Bite on tna 
BS Kies Se ee 


There is no debate. HardBall is the best-selling PC baseball game series of all time. And now, HardBall 4 
has refined playability and realism to an unfair level that has the experts adjective-silly. You get 
28 stadiums that are now more detailed, from the nasty winds at The Stick to the ERA-bruising 
altitude at Mile High. Stat compilation in over 75 categories. And HardBall’s greatest graphics 
ever, with unequalled high-resolution digitized video graphics that'll have you 
Swearing you see all 108 stitches. If you want a PC basehall game, get HardBall 4. 
And when talk turns to the greatest game ever, you Can say you were there. 


PLAYERS 


Want to try HardBall 4? Download the demo from the internet via anonymous ftp or through your WWW Browser at ftp://ftp.netcom.com/pub/ac/accolade/hb4demo.zip or via our BBS at 408-296-8800. 


HardBall 4, Sport Accolade, and the Sport Accolade logo are trademarks of Accolade. Inc. ©1994. Accolade is an official licensee of the Major League Baseball Players Association. OMLBPA MSA . 
Distributed by WEA (Warner/Elektra/Atlantic Corp.), a Warner Music Group Company. All rights reserved 
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Compton's 
Encyclopedia of 
American History 


Anyone who is interested in histo- 
ry will be interested in picking up 
Encyclopedia of American History 
from Compton’s New Media. This 
comprehensive multimedia title is 
based upon the popular textbook 
American History: A Survey by his- 
torian Alan Brinkley and published 
by McGraw-Hill. 

As you would expect from the 
maker's of the acclaimed Interactive 
Encyclopedia, you can skim the sur- 


Bead< 5 
A Plan for the Genesal Estabiistment of Schools, 1791 


A Quaker’s Account of Pennsyirania 
Li A Resu gence of NaSonsion 
A Royal Comms son's Report on Bacon's Rebelhon 
FT A Swedish Woman Homesteads m Nebraska nd Lancas 
i Promses to Protect the Burgesses’ “Priv - 


to a topic or individually. 


face of any topic or you can drill 
down into layers and layers of infor- 
mation. Besides richly detailed text, 
many times there will be support 
features. This encyclopedia con- 
tains over 3,000 photographs, 12 
hours of multimedia presentations 
including full-motion video, 60 
detailed maps and real documents. 
The documents are an impressive 
addition. These 300 documents 
include complete texts of the 
Mayflower Compact, The Equal 
Rights Amendment and_ the 


zs 


Timeline ates ee 
12 hours of video dramatically present American history as it 
happened. In this case. check out the hostage crisis in Iran. 


oe 


noallzer 


Remix this Warren Zevon classic according to your own groove 
muse. Mix in pre-recorded howls and guitar stings as you see fit. 


Declaration of War on Japan. 

Other features include an on-line 
dictionary, natural language search 
features and audio clips. One fasci- 
nating area is “What Historians 
Think.” These articles present 
experts talking about a variety of 
events. 

| really enjoyed browsing the 
Encyclopedia of American History 
and its very easy to see how this 
could be a powerful tool for students 
and teachers. As usual, Compton’s 
has made another fine reference 
CD-ROM. -Steven Greenlee 


Requirements 


386SX/16+, Windows 3.1, SVGA, 
4MB RAM, CD-ROM 


Rock ’N’ Roll 
Your Own 


Not sitting around on its laurels 
Compton’s New Media has made 
some nice enhancements to its 
lJam™ technology and is now offer- 
ing them in Rock ‘N’ Your Own. 

You can take up to 80 pre-record- 
ed song loops from 8 song tracks 
and mix them together to form a 
final mix that you like. Some of the 
song tracks include “Werewolves of 
London,” “Roll The Stone” and 
“Dancing Public.” Each song has its 
own look and decor, but all use the 
same interface. 

At the bottom of the screen is the 
Song-A-Lizer. These notches hold 
the loops you want to use and then 
will play the loops in the order of 
appearance. You can also mix in 
any one of the hundreds of pre- 
recorded sound effects or even add 
your own custom sounds. 

To add your own touch drag the 
mouse across the touch pad on the 
right side of the screen. Just choose 
whatever sound you like the best. 

Wannabee music producers will 
love Rock ‘N’ Your Own. 

-Steven Greenlee 


Requirements 


386+, Wind 3.1, VGA, 4MB RAM. 
LClll+, Sys. 7.1, Color Monitor 


sha oe ts Be hs he te 


Visit Capstone Or 
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A Reading/Math Odyssey 
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3001: 


By GemMedia 


6000 S. Eastern Avenue 


Bldg 9, Suite A 
Las Vegas, NV 89119 
(702) 597-5032 
Fax:(702) 597-0008 


Requirements 


486+, Windows 3.1, SVGA, 


8MB RAM, CD-ROM 


Available For 
One Player 


Designed By 
MPC and compatibles 


Distributed By 
Maxis 


Street Price 
$49.95 


9-Adult 


e®eseeeoeooceeeeeeeeeeeeeeeeeeeseseeeeeeee ee 


Mathematics, Mythology and Adventur 
IN 


Cerberus 


In the mythology area you can read about some 30 mythical 


headed watch dog at the 
entrance to Hades, the 
underworld. He had a 
mane of serpent's heads 
and a serpent's tail. It 
was his job to prevent 
anyone from leaving 

-@ Hades to return to the 

‘4 upper world. 


Heracles’ last labor 


g 
BS Bessel 


figures. You’ll meet them again when you play the game. 


Meet Jeff and June Stark of 
GemMedia. They have put together 
a fine example of how computer 
software can contribute to the edu- 
cation of our children. 3001 uses 
almost every bit of space available 
on a CD-ROM (500 MB out of 540 
MB possible) which includes 15,000 
frames of animation and 150 MB of 
speech. In addition, there are 3D 
graphics, morph effects and an orig- 
inal soundtrack all of which are used 
to give the game a solid foundation 
of effective teaching opportunities 
and appealing game play. 

Once the game is loaded, your 
child plays the hero. The hero is not 
identified as either gender so it 
should appeal to everyone. The 
hero is from the planet Zarpharon 
who is in the midst of an ecological 
crisis. A machine to keep their 
extremely polluted planet in check 
has been stolen by a traitor. The 
hero must track the traitor back into 
earth history; ancient Greece to be 


specific. The hero then barters with 
the gods, demi-gods, heroes, hero- 
ines and more. You provide what 
the god needs and in return they will 
give you hints as to who the traitor 
is. The game is simple, but as you 
jet pack from one mythological fig- 
ure to another, the game does have 
appeal and its challenges. 


A Reading & Math Odyssey 


t is a difficult thing to find learning and fun in one all 
encompassing title, but Las Vegas based GemMedia 
has hit upon a winning formula. 3001 is a sci-fi 
adventure combining ancient Greek mythology and 
mathematics in a simple role-playing game. 


indicates a sum. 


indicates a difference. 


indicates a product, 


indicates a quotient. 


To solve for x, you must have x alone on one side 
of the equation. To do this you must eliminate the 
unwanted constant or coefficient from the side of the 
equation on which the variable x appears, 


If a problem is too tough, you 
can get help on solving it. 


Whenever you have to replenish 
your strength (among other things) 
you will first be required to solve 
math problems. You can choose the 
novice level (about 4th grade basic 
math), intermediate (fractions), 
advanced (decimals) or expert level 
(pre-algebra). 

The non-linear architecture of the 
game provides a high replay value 
and it should be useable by all a 
family’s school age children. In 
addition, there is a huge database 
of Greek mythology. 3001 is an 
excellent title.  -Steven Greenlee 


Zeus provides the encouragement to successfully solve the math 
problems. The math difficulties range from basic to pre-algebra. 


Have you ever wondered what it mutiny and vicious battles with rival ships, you may be 


would feel like to be on top of the lucky enough to reach the New World. However, your 
world? How about beneath it? There are those who have _ journey is far from over. You must now embark on your 


Coday, you could be on top of the world. 


already experienced such exhilaration. Their quest to found a colonial empire. Conquering 


names? Columbus, De Gama, Le Maire, Cook 


and Bougainville — the world’s most famous 


explorers. Now you can create your 


own adventures in Exploration — 


but a few of the challenges 


a remarkably in-depth 


facing you and your 


game of strategy —— “> weary crew. 


and world conquest, The graphics are 
new from Interactive Magic. 


nothing short of brilliant. 


Before you set sail from Spain, Complemented by unlimited, 


Portugal, England, 


realistic animation scenes, every new 


France or the game brings new territories to conquer. 


Netherlands, you New adversities to overcome. The 
tour your home port. Oversee Comorrow, beneath IC. adventures and newfound 
the construction of your shipyard. fortunes are virtually limitless. 


Enlist your crew. Equip your ship. Buy 


For more information on Exploration, 


and sell commodities. In fact, you may 


simply give us a call at 919-461-0948. 


even want to make a trip to the local 


The New World awaits your 


' A(GAME OF STRATEGY | 
/AND WORLD CONQUEST | 


banker for information about funding arrival. Do you have what it 


vn INTERACTIVE 
your expedition. After surviving possible — | P°@8os == §@=—— takes to make it there? MAGIC 


A game of strategy and world conquest for PC CD-ROM. 


© 1995 Interactive Magic 
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Let’s Make 
A Word! 


Can you spell fun? Well, your 
child will be able too once they've 
appeared on Let’s Make A Word! 
This new EA Kids release will help 
three to six year olds learn around 
300 new words with a lot of help 
from six of their old Sesame Street 
friends. 

Let's Make A Word! is the best 
looking and best running of all the 
titles thus far released in the 
Sesame Street line, including the 
other one reviewed in this issue. 
When the main screen appears the 
show’s host, Guy Smiley, gets 
things underway. Your child is then 
asked to choose one of their 
Muppet friends. Big Bird is the 
helper in the Hunt and Peck Game 
where object, letter and sound iden- 
tification is the basis of play. Oscar 


f (Rafi ol 
Sa ae a 
debate 
wea 


The Two-Headed 
double the fun and laughs. 


the Grouch tags along for the Make 
A Masterpiece game where classifi- 
cation or category identification is 
the object. In Rhyme Time, Zoe 
helps kids with their rhyming skills 
while Rosita plays the Spanish 
Name Game. The Two-Headed 
Monster delves into phonics in the 
sound It Out Game and Elmo helps 
with spelling skills and letter identifi- 
cation in The Spin and Spell Game. 

When you child has chosen a 
Muppet helper then they get to 
choose a setting. There are four 
places to visit in the game. In the 
park all the words are objects in the 
park. The same goes for the farm, 
restaurant and the building site. 

All of the games are fluid and 
seem to be entertaining enough to 
hold even a 3 year old’s attention. 
Be sure to have your child click on 
anything that has the big sparkles. 
This is where they'll find hot spot 


a 


ae 
Se 


Guy Smiley is host 


for the game show like game where your 


tf 


ay, 
kids 


are the constants and the prize is improved word skills. 


surprises. 

Let's Make A Word! is a fine entry 
into the early childhood education 
genre and one | think the kids will 
love. -Steven Greenlee 


Requirements 


486/25+, Win 3.1, 
VGA, 4MB RAM 


replace books on compliment them. 
The Jungle Book from EA Kids is a 
fun and educational CD-ROM 
based on the Rudyard Kipling’s 


Classic. 


Besides reading the story, the 
reader is allow to actually effect the 
presentation. The Paintbox Pals 
come alive when the reader is able 
to affect the story. 

EA Kids Jungle Book has crisp 
graphics, professional voice-overs 
and an engaging presentation. The 
strong educational components mix 
well with the fun and entertaining 
Story in this the third in the Creative 
Reader series. -Steven Greenlee 


POCO) 


4 1 4 Whichever one you choose will | 
+ \}\'teach younew lessons. And you” & 
% ‘must complete all three paths 
before you graduate. 


nn ’ - ; f Azz 


eed * 


Mowgli has to learn new skills in order to be acce 


INSTON EL. nicks Ne — ia 
pted by the 


pack. Those new skills include not littering and washing up. 


The Jungle Book 


There seems to be a growing 
debate as to the effectiveness of 
electronic storybooks. |, for one, 
believe that electronic storybooks 
are wonderful, and before we pull 
their plug, let’s allow them time to 
join the repertoire of teaching tools. 
This doesn’t mean they should 


Requirements 


386+, DOS 5.0, 256 Color VGA, 
3 MB RAM, CD-ROM 


GO HEAD TO HEAD 
WITH AN ATK WARRIOR. 


FOR BEAL. 


LY. COLONEL ROBERT “MOUSE” SHAW 
VETERAN F-1G FALCON PILOT AND GENTIE® USER 


HE’S JUST ONE OF HUNDEEDS WHO ABE WAITING TO 
TAKE YOU ON -- ON GENIE® MULTIPLAYER GAMES. 


FOR UP TO 17 FREE GAME HOURS* 
Pp 


AIR WARRIOR® HARPOON™ GEMSTONE rar FEDERATION Il CYBERSTRIKE™ 
saaagama | ad ) vii Be Ce aes 
Fn a ih ~ 
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OUR GAMES BLOW EVERYBODY ELSE’S AWAY! 
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Sesame Street 
Letters 


The Muppets of Sesame Street 
have been teaching our pre-school- 
ers for years using television and it’s 
ability to do razzle dazzle things. It 
is no wonder the crew is now 
migrating over to CD-ROM and 
using that medium’s power to edu- 
cate. EA Kids along with the 
Children’s Television Workshop 
have another title in their continuing 
series to help little kids learn their 
letters. Appropriately enough, it is 
called Letters. 

AT first glance, Letters looks and 
plays like its predecessor, 
Numbers. Once the game loads 
your child will be on a familiar 
Sesame Street avenue. They can 
push the large mouse icon around 
and when it sparkles like the Fourth 
of July, a mouse click will unleash a 
surprise. Many times the surprise 
will include a quick letters recogni- 
tion animation or the child may be 
asked to match objects and the let- 
ter their names begin with (C is for 
Cat kind of thing). 

A visit to Big Bird’s place will help 
a child learn letters through rhymes, 
while in Snuffy’s cave the theme is 
letter and sound recognition. Over 
at Bert and Ernie’s place shapes are 
explored and recognized. 

Letters has plenty of the television 
show’s video clips and there are 
songs your child can sing along 
with. The Muppet voices are those 
used in the TV show. 

Letters is a pre-reading title and is 
as reliable as the television show. 

-Steven Greenlee 


7 2 for “Fish. Letter recognition and pre-reading skills are 


snacks until they tell you to stop. 


386/33+, DOS 5.0, VGA, 
3MB RAM, CD-ROM 


Available For PC 


Designed By CTW 
Distributed By ABC/EA Home 
$49.95 


Age 3-6 


Fisher-Price 
1-2-3’s featuring 
Counting Critters 


It's not very often | come across 
a title | thoroughly dislike, but this is 
one of them. | don't believe 
Counting Critters succeeds on any 
level, educationally or entertaining. 

The problems began when the 
main screen loaded up and began 
to play. Each of the three characters 
explains the essentials of their 
game. The problem is you can’t 


t 


honed in the latest release from EA Kids called Letters. 


speed on past them and get right 
into a game. After a couple of times 
of playing and restarting the game, 
the intros become irritating. Then | 
picked the mail room as my first 
foray into the program. The game is 
set up like a post office and the 
object here is shape recognition. 
Part of this comes in the form of 
dragging different shapes into the 
appropriately sized mail bag as they 
travel along a conveyor belt. | found 
it difficult to control the mouse and 
drag at any speed except for the 
very slowest. The game is physical- 
ly tiring and awkward to play. 

Then in the Snack Shop instruc- 
tions you are told to provide the 
snack as requested by the cus- 
tomers. But, when the customers 
come to the window, all they ask for 
is snacks. They don’t ask for a par- 
ticular snack or how many they want 
as explained in the instructions. | 
thought this was very confusing. 
The only non-offensive game is 
where your child is taught to count 
from one to ten. 

Overall, | don’t believe there is 
enough animation (what there is 
barely meets the definition) or sing- 
along tunes. Combined with the 
Sticky interface, 1-2-3’s struck out 
big time. -Steven Greenlee 


486/33+, Windows 3.1, 
4MB RAM, CD-ROM 


Available For MPC 


Davidson 
$35.00 
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This Substitute Teacher 
Loves to Play Games... 


Sonera: 
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..-And with this exciting action-learning game from Simon & Schuster Interactive kids love 
to learn. I.M. Meen is the first game ever to combine smooth scrolling 360- -degree 3-D action with 
solid educational content. And that’s why it’s been called “Doom Jr....Good and good for you.” 


Ignatius Mortimer Meen is an evil genius who hates smart kids and has built a 36-level labyrinth to trap 
them. Meen’s also a writer—and his grammar is atrocious! Battle stone gargoyles, giant spiders, ratmen 
and other intelligent enemies to locate scrolls of Meen’s writing. Correct the grammar, and you'll free the 
other kids. Then, it’s on to the next level. But remember, the further you go, the “Meener” it gets! 


“THIS IS THE TYPE OF PRODUCT THAT | THINK MOST FAMILIES WERE 


HOPING TO GET WHEN THEY PLUNKED DOWN BIG BUCKS FOR THEIR 
NEW ‘MULTIMEDIA’ SYSTEM.”—Dimension 3 To order call 1-800-983-5333, 


or see your software dealer TERACTIVE 
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Dream Doll House 


Playing house will never be the 
same now that your girls can have 
this just-released title from 
Davidson under the Fisher-Price 
license. Dream Doll House provides 
the kind of fun that little girls have 
enjoyed since there have been little 
girls. In this doll house, though, not 
only is there a wealth of imaginary 
fun just waiting to be unleashed, but 
there are some strong educational 
elements to make sure your child is 


The mouseholes in every 
room hold surprises. 


receiving the maximum benefit from 
CD-ROM technology. 

There are six rooms to play in 
each with its own music, animations 
and surprises. Always waiting to be 
called upon are magical sprites. 
These sprites can be used on just 
about any of the objects in room and 
when initiated will transform, morph 
or animate the object. 

Davidson claims that young play- 
ers will learn early skills such as cre- 
ating a plan and pursuing a goal, 
early computer skills, following 
directions, understanding patterns 
and classifications of objects, learn- 
ing through exploring, storytelling 


Each of Dream Doll House’s six rooms have a variety of objec 


and self-expression and role-play- 
ing. All this takes place in the rooms 
where the player can decorate, fur- 
nish and play pretend. In the kitchen 
you can unpack groceries and cook 
a meal, among other things. If your 
child should need some friendly 
help then all they have to do is click 
on Mrs. Baggs or Cowboy Bob for 
suggestions. 

Dream Doll House superbly makes 
it possible for a child to use their 
most valuable resource: imagina- 
tion. -Steven Greenlee 


Welcome to Wonder Land where everything is perfect until 


Wonder Land 


Pre-schoolers are the intended 
players for Wonder Land from 
Mindscape. This is a wonder-fully 
inventive title set in a fair tale like 
setting. Unfortunately, the educa- 
tional presentations waiver from 
game area to game area. 

The story is a delightful one, 
though. In Wonder everything is 
peaceful until a wicked witch curses 
the land and mixes up all the 
sounds and even eliminating some 


name 


wicked witch scrambles all the sounds and creates havoc. 


486/33+, Windows 3.1, SVGA, 
8MB RAM, CD-ROM 


Available For PC 


Designed By 
Distributed By Davidson 
$35.00 


Age 3-7 


Davidson 
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to manipulate and lots of room for imaginary play. 


Wonder Land has all the 
characters of a fairy tale. 


entirely. The player must set every- 
thing right. The puzzles teach 
sounds and hones memory skills. 
Even with a presentation weakness 
or two, Wonder Land is nearly right 
on target and is still worth a look. 
-Steven Greenlee 


486SX/25+, Windows 3.1, SVGA, 
4 MB RAM, CD-ROM 


Available For MPC 


Endovation 


$39.95 
Age 


Mindscape 


WORLD DOMINATION 


IN A BOX. 


| ~ iW WELCOME TO THE 
POWER SLT : é , new world order. A gritty, high-tech world where the art 
of electronic intelligence and covert surveillance reigns 


PROTO-TYPE ae a supreme. Where guerrilla strategies and savage combat 
| are the norm. Build bases, muster forces and lacerate 
X-0 UNIT your enemies to the bone. All for the love of power. 


IN THE HYPER-REAL 
combat experience of Command & Conquer, you’re thrust into 
the heat of an all-out race for global control. 


DOMINATE YOUR 
opponent through modem or network play. Will you 
side with the humanistic GDI or bring the world to 
its knees with the Brotherhood of Nod? Decide fast. 
Your adversaries are without mercy. And so are you. 


Westw 


distributed 
exclusively 
by 


COMMAND & CONQUER is a trademark of Westwood Studios, Inc. 
©1995 Westwood Studios, Inc. All rights reserved. 
Virgin is a registered trademark of Virgin Enterprises, Ltd. 


COMPUTER 
GAME 
REVIEW 


START STOP 


TEMPO 


‘ ; 
Me 
rds ; 


~- EMBELLISHMENTS 


MAIOR MINOR 


. CHORD | LEAD 
rw Ter | ve 
niin auto} Heise 


DRUMS & HITS 


MusicKids will enable the musician hiding inside your child to 
blast forth and fulfill their melodic destiny or something like that. 


MiusicKids 


| can remember my junior high 
band years. | can also remember 
how proud | was when my band 
director told me how unnaturally | 
could make my saxophone wail. 
Well, a musical life was never in my 
cards, but | now can make music 
with my sound card. Even though 
it's targeted for kids, | really enjoyed 
creating some of the greatest works 
of modern music known with the 
Passport’s latest title MusicKids. 
This is a very easy to use and fair- 
ly sophisticated little program. 
MusicKids includes a simulated 
electronic keyboard, boombox with 
tape recorder and assignable drum 
pads. MusicKids incorporates the 
latest technology as well as having 
a couple of cool enhancements. 
First of all there are 40 different 
music clips covering the gamut of 
musical styles including: Dance, 
Funk, Jazz, Reggae and Rock. 
There are four variations of each 
style of music. After you pick one 
groove, you can influence the musi- 
cal lead by choosing one of ten 
instruments. Those instruments 
include piano, organ, marimba, gui- 
tar, trumpet, saxophone, flute, vio- 
lin, synth 1 and synth 2. Next set the 
six virtual drum pads (through your 
sound card) and then begin to jam. 
As the clip is playing you can 
change keys, chords and speed by 
simply clicking. All influences can 
be changed on the fly. The program 
will play a fill or you can choose to 
do it yourself. If you do the automat- 
ic melody maker just press the 
space bar. - Steven Greenlee 


Spider-Man 
Cartoon Maker 


Meet Peter Parker. We've all 
known and loved the character for 
years first in comic books and then 
in the popular television show. Now 
Knowledge Adventure has pro- 
duced a title where you can make 
your own Spider-Man comics. 

The technology behind this genre 
of software just keeps getting better 
and better. Even though | had a 
great time with KA’s Magic Theater, 
this is a technically superior title. 


386SX/16+,: Windows 3.1, 2MB 
RAM, 3MB:Hard Drive Space 


Available For PC 


Designed By aiicastslle merle 
Distributed By BaseSSeeaeesrlits 
$39.00 


Create Spider-Man cartoons with tons of objects, characters, 


Spider-Man uses an interface very 
similar to Magic Theater, but of 
course all the objects are related to 
a Spidey theme. There are several 
background screens to use as well 
as objects such as cars and plants. 
Then there are villains galore and 
some friendly characters at your 
disposal. 

Just as the name implies you can 
create your own cartoon, a la com- 
puter. Since it an electronic strip you 
have the ability to animate charac- 
ters and objects. So if you want you 
can actual have Spidey swing 
across the screen and have it look 
like he’s transversing the skyline. 
You can not have simultaneous ani- 
mations though. They are initiated 
in the order in which you place them 
on the screen. Somewhat a limita- 
tion, but no big deal for a creative 
Spider-Man fan. 

Some of the villains you can have 
Spider-Man battle include: Kraven, 
Kingpin, Hobgoblin, Dr. Octopus, 
Lizard, Mysterio, Shocker and 
Venom. There’s a bevy of sounds 
you Can use as well. 

It is lots of fun to make a Spidey 
cartoon and you can even watch 
some Stan Lee toons that come 
with the title. - Steven Greenlee 


486+, SVGA, Windows 3.1, 
4MB RAM, CD-ROM 


MPC 
Knowledge Advent 
Knowledge Advent 
$30.00 


backgrounds and sound effects. You supply the imagination. 
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or the first time in many years, the summer for 
computer gaming professionals did not include a trip 


E3, E-cubed or the Electronic 
Entertainment Expo, by any other 
name, was a whopping success. 
For the three days of the show, the 
CGR staff spent all day running 
around looking at all of the new soft- 
ware and hardware that will be 
available for Christmas and beyond. 
There were an enormous number of 
companies there, making this one of 
the most exciting trade shows for 
this industry in many years. 

That being said, keep in mind that 
we are limited by space here. It 
would be impossible to try and men- 
tion every company and every prod- 
uct that was exhibited at E3. The fol- 
lowing several pages will touch 
upon many of the major releases 
and more interesting items from the 
show. 

7th Level made a number of 
significant announcements at E3. 
The biggest news was the 
announcement of the joint venture 
QD7 with Quincey Jones and 
David Salzman (see the News 
section). 7th Level has also picked 
up the title G-Nome, a giant mech 
combat game, from Merit. Finally, 
the company is working on Battle 
Beast, the “best fighting game 
ever,” reputed to have over 100 hid- 
den moves, rooms and weapons 
and more than 7,000 frames of ani- 
mation. 

21st Century, not happy with 
creating Pinball Dreams and 
Pinball Fantasies, will have 
three more pinball simulations avail- 
able in the very near future. First is 
Pinball Mania for Windows, 
a four table collection. This will be 


followed by Pinball Illusions 
and Pinball World, which will 
feature 20 tables. Both of these 
titles are scheduled for September. 
Additionally, in a non-pinball vein, 
21st Century will be branching into 
the FMV adventure arena with 
Synnergist, a multimedia murder 
mystery, also slated for the fall. 

Big robots are popular right now, 
so it should come as little surprise 
the 47 Tec is developing a mech 
game of its own. Team 47 
GOMAN will feature combat 
between oversized mechs and 
gigantic invading monsters. 

Absolute Entertainment, 
long time console system developer 
will be branching into the world of 
PC entertainment with Penn & 
Teller’s Smoke and Mirrors. 
This CD collection will include six 
games including the devious 
Desert Bus, a real-time bus dri- 
ving simulation that takes eight 
hours to accomplish. Mess up once 


MechWarrior 2 from Activision 


to Chicago for the Summer Consumer Electronics 
Show. While CES regroups for Orlando in ‘96, the 
biggest event in gaming was the event itself. 


and it’s back to the start. Look for 
this CD in the winter. 

Acclaim will be hitting the PC 
hard in the year ahead with eight 
scheduled product releases. Among 
these are Batman Forever, 
Judge Dredd, NBA Jam 
Tournament Edition and the 
Alien Trilogy. Acclaim was also 
showing Frank Thomas “Big. 
Hurt” Baseball, which includes 
some of the most impressive motion 
capture technology seen on the PC. 
As a demo, the crew had an alien 
from the Alien Trilogy playing flaw- 
less baseball on the PC, PSX, Sega 
saturn and Sega 32x. 

Accolade would like you to 
think that the impressive line of 
sports titles, including Hardball 4, 
Live Action Baseball and 
Unnecessary Roughness 
‘96 are the big news. They're 
wrong. Accolade debuted the initial 
work on Star Control Ill at E3, 
and it looks — tremendous. 


Additionally, Accolade showed a bit 
of Super Bubsy for Windows 
‘95. This conversion from the Super 
NES looks as accurate as a conver- 
sion can be. 

MechWarrior 2 is just about 
finished up according to 
Activision and the product is 
nearing release. This looks to be the 
premier giant mech title in the 
months ahead. Among the other 
exciting products in the Activision 
line are a series of Infocom pack- 
ages, each containing 5 games and 
priced at $19.95. Activision is also 
planning to release a brand new 
Pitfall title for the PC as well. 

Israel-based Arome has made 
its mark in the PC industry with 
excellent cooking _ software. 
Continuing in this line are the com- 
pany’s two pending releases. The 
first contains over 200 recipes for 
the discriminating vegetarian. The 
second, a bit more eclectic, covers 
the art of the creation and presenta- 
tion of sushi. The $49.95 suggested 
price is well worth it, considering the 
price of raw fish in a restaurant! 

As mentioned last month, the fly- 
ing toaster gurus at Berkeley 
have branched into the gaming 
genre. The quiz show title, You 
Don’t Know Jack drew an 
impressive crowd at E3, both from 
the eclectic nature of the questions 
and from some of the most impres- 
sive voice work heard to date for a 
computer game. 

Look for Bethesda Soft- 
works to have some of the bigger 
companies running scared in the 
near future. The company showed 
off five titles at E3, including the oft 
talked about Daggerfall, the 
sequel to Arena. All of the new titles 
feature Bethesda’s new X"gine, 
which could rewrite the book on how 
graphics are done in the future. X- 
Car and The Terminator: 
Future Shock were stunning, to 
say the least. Bethesda is also 
using this engine to create the first 
bowling game in a lot of years for 
the PC as well. 

Big Hand announced the devel- 
opment of its first children’s title, 
Puckie. The main character exists 
in an interactive cartoon. Wielding 
his magic crayon, he is able to cre- 
ate a number of different things in 


his environment to generate a con- 
tinuing adventure. 

One of the hottest games around 
is Blizzard’s WarCraft. For 
those of you who've played it 
through, get ready for the sequel. 
WarCraft Il: Tides of Dark- 
ness is scheduled to release this 
Christmas and will contain battles in 
the air and on the water as well as 
those on land and advanced sce- 
narios for the true veterans. Mac 
gamers shouldn't despair, since the 
Original is coming on their platform 
in the near future. 

Bungie was on hand to show off 
the new CD-ROM version _ of 
Marathon, easily the best first- 
person perspective action game to 
ever hit the Macintosh platform, and 
arguably the best Mac game ever. 
Texture mapping, active panning 
Stereo sound, dynamic Al and awe- 
some lighting effects are just a few 
of the things that make this game a 
Classic. If you haven't yet seen it, 
don't hesitate any longer. 

One could hope that the pending 
releases of the Beverly Hills, 
90210 and Melrose Place 
interactive CDs from Byron 
Preiss would be Doom clones, but 
this is not the case. Seriously, the 
company will be releasing a number 
of exciting products in the near 
future including Robot City, a 
futuristic mystery; Westworld 
2000, based on the classic movie 
and the Michael Crichton 
novel and a game based on 
Bradbury's The Martian 
Chronicles. 

Those who don’t want the original 
Street Fighter Il or the new 


Confirmed Kill from Domark 


Super Street Fighter Il 
Turbo on the PC might want to 
wait for Capcom’s release of 
Super Street Fighter Il in the 
near future. Capcom is planning to 
release a six-button control pad at 
the same time that this game ships. 
The video game giant is hitting the 
PC market hard, with the interactive 
movie Fox Hunt and the puzzle 
game Tangrams shipping by the 
end of this year. 

To celebrate the signing of the 
TekWar license, Capstone 
brought William Shatner to E3. 
TekWar is continuing apace, with 
some of the more intelligent ene- 
mies found in a first-person shooter 
to date. The addition of civilians is a 
nice touch, too. Also on hand were 
some initial views of Witchaven, 
which has some stellar animation 
work. Capstone’s newest addition 
Three-Sixty is nearing release 
on the Harpoon II Deluxe edi- 
tion. 

Creative Wonders, the joint 
venture between Electronic 
Arts and ABC will have two titles 
available by the end of the year. The 
first celebrates the 55th anniversary 
of children’s book heroine 
Madeline. The second will bring 
all of the classic Schoolhouse 
Rock shorts from ABC’s old 
Saturday morning line up to the PC 
on CD-ROM. 

Cyberdreams was showing 
two of the most awaited titles for the 
PC. The first, the computer adapta- 
tion of Harlan Ellison’s | Have 
No Mouth and | Must 
Scream offers the player a world 
in which the player must explore the 
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1-SO00-CO 


Fax orders: 214-488-210 


Phone: 214-241-0724 , 
Mon-Thur 9am-10pm Fri-Sat 9am-épm Sun 12-6pm CST 


We offer the only 


Oh- I3 CGR 7/95 


(WS, Canada and Mexico only) 


NO RISK return policy. 


DUC@VER 


If not completely satisfied with your purchase, exchange it for something else! 


Instant Internet Access $35 
Home & Office Legal Guide $10 
Phone Disc Residential 95 $ 55 


PhoneDisc Business Winter95 $55 


Select Phone 1995 $179 
18M-CD FILM 
Bugs Bunny Cartoon $10 


TV Commercials 1950s/1960s $ 12 
Three Stooges $ 10 


-18M-CD RELIGION 


Bible Complete Multimedia $35 
Bible Library $ 25 
Bibles and Religion $11 
Dead Sea Scrolls $ 45 
Logos Bible Software Coll. $35 
Multimedia Family Bible $19 


IBM-CD GRAPHICS _ 


2000 True Type Fonts $ 24 
ClipArt Warehouse 
Clipart Heaven II 2 
Color Clips 3000 $ 32 


Font Elegance $ 12 
Fonts Platinum $ 12 
GIFs Galore $19 
Kodak Photo CD $15 
Mother of ClipArt $ 12 
Print Shop Ensemble $ 75 
Publishers Platinum $ 12 


I8M-CD MULTIMEDIA 
9 


Beethovens Fifth 


Encyclopedia of Sound II $ 10 
MPC Wizard 3.0 $ 12 
Multimedia 4 Pak $ 36 
Multimedia Mania $ 10 
Multimedia Platinum $ 12 
Jazz Multimedia History $19 
Learn to Play Guitar $ 29 


MIDI Music Shop Profession! $ 22 
Midi Master Collection $ 10 
Sound Mod Vol. | $ 25 
Sound Sensations $10 


| IBM-CD HEALTH sid 


ADAM Inside Story $ 49 
Family Doctor ver 3 $19 
Home Medical Adviser Pro $ 45 
Home Remedies $ 18 
Mayo Clinic Family Health $18 
Mayo Clinic Pharmacist $ 25 
Mayo Clinic Sports Health $ 16 
Ultimate Human Body $ 47 


I8M-CD TRAVEL 


AAA Trip Planner. $19 
Global Explorer $ 69 
London Multimedia Tour $19 
Map N Go $ 49 
Street Atlas USA v2.0 $ 89 
US Atlas 4.0 $19 


APL Adult Pic. Lib. 1 
APL Adult Pic. Lib. 2 
Adult Reference Library 
All Beauties 

Amateur Models 2 
Asian Fantasy Girls 
Asian Ladies 

Asian Palatte 

Asian Pearls 

Barlows Affairs 
Blondage 

Bodacious Beauties 
Busty Babes 3 
California Beauties 
Celebrity Nudes 
Deep Throat Girls 
Deep Throat Girls 2 
Dirty Duo 

Dream Machine 
Erotic Virtual Sampler DP 
FAO Gold | 

FAO Gold 2 

FAO Gold 3 

Fantasy Lifestyles 
Flame 1.1 

Forbidden Pleasures 
Girls in Vivid I 

Hard Core! 2 


Hidden Obsessions Quicktime $ 


High Society Hot Wire 
Hot Pics 

Hot Pix | 

Hottest Fantasies 
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PANZER 


GENK 


Madams Family 
Manpower Gay Pictures 
Night Watch 2 

Passion Toys 

Photo Gallery 

Pixis Adult Sampler 
Pleasure Zones 

Priority Male 

Pussy Galore 

Samurai Pervert 

Sex & Money 

Seymour Butts Interactive 
Shaved Pink 

Space Sirens 

Strip Poker International 
Sweet Cheeks 

Swimsuit and Lingerie 
Swimsuits to the Max 
T&A to the Max 1 

T&A to the Max 2 

T&A to the Max 3 

T&A to the Max 4 

T&A to the Max 5 

T&A to the Max 6 
Taste of Erotica Sampler 
These Boys are Bad 
Tokyo Nightlife 

Traci I Love You 
Treasures of Spice Sampler 
Vampire Kiss 

Virtual Vixens 

Wet Dreams 

World of Pin Ups 


$ 33 
$ 29 
$ 39 
$19 
$ 29 
$9 
$ 35 
$19 
$ 19 
$ 49 
$ 29 
$ 49 
$19 
$ 45 


- $29 


$25 
$ 12 
$18 
$19 
$19 
$19 
$19 
$ 19 
$19 
$9 
$ 19 
$ 39 
$ 28 
$9 
$ 39 
$ 45 
$ 19 
$ 19 


101 of the Best Games 2 
Aces Over Europe. 
Aegis Guardian of Fleet. 
Bio Forge 

Dark Forces 

Dark Legions. 

Dark Sun - 
Descent 
Doom II 
Dragons Lair. 

Gabriel Knight 

Hell. 

Incredible Machine II 
Journeyman Project Turbo 
Legend of Kyrandia II 
Leisure Suit Larry 6. 

Lode Runner. 

Mad Dog Macree 2. 

Mad Dog Macree. 

Magic Carpet 

Myst. 

NASCAR Racing. 
Outpost. 

Panzer General 

Police Quest 4. 

Ravenloft. 

Rebel Assault. 

Return To Zork. 

Rise of the Robots. 

Rise of the Triad 

Seventh Guest. 

Sim City 2000. 

Sim City Enhanced. 


Wake of Ravager. 


$19 
$22 
$ 25 
$ 49 
$ 52 
$21 
$21 
$ 39 
$ 49 
$ 29 
$ 25 
$19 
$ 39 
$ 25 
$ 25 
$ 22 
$19 
$ 25 
$19 
$ 45 
$ 39 
$ 29 
$ 29 
$ 22 
$ 25 
$ 19 
$ 35 
$ 22 
$ 25 
$ 44 
$ 25 
$ 29 
$ 39 


STARWARS" 


Star Trek 25th Anniversary. $ 25 
Star Trek Technical Manual $ 39 
UFO/X-Com. $ 25 
US Navy Fighter $ 45 
Under A Killing Moon $ 59 
War Craft 3.39 
Wing Commander 3 $ 59 
Wolf $19 
X-Com: Terror From the Deep $ 44 
Zork Anthology $19 


18M-CD CHILDREN 


Alladin /Disney $ 29 
Arthur’s Teacher Trouble $ 19 
Arthurs Birthday Suprise $ 36 
Barney Bear Goes to School = $ 12 
Berenstein Bears. $ 15 
Carmen Sandiego /World $19 
Cool School $ 29 
Doctor Ts Singalong $ 16 
Gus Goes to Cybertown $15 


Just Grandma and Me $ 19 
Kids Zoo/Undersea/American $25 


Learning Fun for Kids $15 
Lion King $ 35 
MS Magic Schoolbus Solar $ 45 
Math Blaster 2 $ 36 
Mathematics Library $15 
Putt Putt Joins the Parade. $18 
Reader Rabbit | Deluxe $ 39 
Rich Scary How thing Work = $ 32 
Tortoise and the Hare $ 36 
Tuneland $ 32 


| Check this out! CD's as low as $2.00 each! 
We Buy/ Sell and Trade Used CD's 


! 7TH GUEST 
| AMATEUR MODELS 
! BATTLECHESS 
| BLUE FORCE 
= BODY COUNT 
© BROTHEL 
| BUSTY BABES 3 
CASTLES II 
! CELEBRITY NUDES 
CORRIDOR 7 
CRITICAL PATH 
) DIZONE 
» DARKSEED 
DIGITAL DREAMS 2 
DOOM2 
DRAGON LORE 
DRAGONS LAIR 
) ELEMENTS OF DESIRE 
) ERIC THE UNREADY 
» FAMILY DOCTOR 


$18 
$18 
$22 


$15 


FAO GOLD 3 
FORBIDDEN SUBJECTS 
HARD CORE 2 

HELL 

HELLCAB 

HIDDEN OBSESSIONS 
HIGH VOLUME NUDES 
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nightmare world of five people 
trapped by an all-powerful super- 
computer. The second is Hunters 
of Ralk, the first adventure in a 
new RPGuniverse created by 
D&D creator Gary Gygax. The 
link with H. R. Giger continues as 
well, as Dark Seed Il is well 
underway, following the continuing 
tale of the ill-fated Mike Dawson. 
Sex is one of those topics that it 
seems people can’t get enough of. 
DK Multimedia is banking on 
this with the release of Anne 
Hooper’s Ultimate Sex 
Disc. Hooper, a well-known sex 
therapist, offers her advice on some 
of the problems users might be hav- 
ing and offers a few suggestions 
towards improving one’s sex life. 
The Discovery Channel 
had a wealth of new titles on the 
slate. In addition to the company’s 
line of edutainment in information- 
based products comes the news of 
a couple of game titles. Savage 
puts the player in the role of a lion 
trying to survive in the wilds. 
Connections, another game 
title, is a Myst-style game based on 
the series of the same name shown 
on The Learning Channel. 
Domark has an impressive line- 
up of titles, including Berserker, 
a new space combat simulation fea- 
turing texture-mapped and _ richly 
detailed graphics. Bigger news sur- 
rounded Confirmed Kill, a 
WWII flight sim that will allow over 
500 players to participate in mas- 
sive dogfights over the Internet. 
This could be the future of gaming 
as we know It! 
The huge Electronic Arts 


booth was dominated by the pres- 
ence of Bullfrog Productions. 
There were a number of Bullfrog 
tiles in the works including 
Dungeon Keeper. Instead of 
the typical RPG, the idea here is 
that the player is the owner of the 
dungeon and must keep it stocked 
with monsters and try to kill the 
invading heroes. Creation com- 
bines stunning visuals with a story 
involving a polluted Earth and a 
mutated fungal narcotic with deadly 
properties. Another notable title at 
the EA booth was Crossfire, a 
pseudo-sequel to Flashback, 
and Psychic Detective, a 
game in which the player is a psy- 
chic who must use said abilities to 
help the authorities solve a crime. 
empire Interactive is working 
on one of the more diverse line-ups 
for the last half of 1995. The Civil 
War, which will feature an interface 
similar to Fields of Glory, is 
nearly finished, and it’s cool to 
watch the troops running around on 
the field of combat. On a complete- 
ly different track comes Red 
Ghost, a strategy action sim 
where the player must track down 
and destroy a secret military force. 
On a third track is Pinball, which 
will feature an SGl-created table 
with a ball that responds to the light 
sources on the table itself. 
FlagTower’s booth was notable 
mainly because they had a tank in it. 
A real tank. The company will be 
launching a number of new docu- 
mentaries on CD-ROM. Among 
these are Great Generals of 
the 20th Century, The 
Space Race and World War I. 


Dungeon Keeper from Bullfrog Productions/Electronic Arts 


One of the most highly-awaited 
titles is Baldies from GameTek. 
This Populous-style game fea- 
tures some very humorous anima- 
tions, over 100 levels and net- 
work/modem play. In the fighting 
genre comes Brutal where the 
combatants are animals of the not- 
So cute and fuzzy kind. Also on tap 
is War College, a military sim 
from the makers of the Universal 
Military Simulator. 

Perhaps the biggest surprise of 
the show was how incredibly good 
Apogee’s Duke Nuke’em 3D 
looked at the Formgen booth. Sure, 
we expected the guys responsible 
for Rise of the Triad to do a 
good job, but Duke looks awesome! 
The replay camera is a great addi- 
tion, as are the excellent light sourc- 
ing work and the realistic physics 
included in the game. 

Gremlin’s major announcement 
was that the company has signed a 
distribution deal with Interplay. 
Among the 10 titles that Interplay 
will be distributing for the U.K.- 
based concern are Realm of the 
Haunting, a first-person adven- 
ture game with some killer graphics 
and Normality Inc., in which the 
player lives in a boring world that 
needs a good dose of excitement. 

Grolier Electronic 
Publishing, best known for its 
excellent encyclopedia and the CD- 
ROM version of the Guinness 
Book of World Records has 
announced the development of a 
game line. The first title in the line is 
SFPD Homicide Case File: 
The Body in the Bay. The 
objective is to collect enough evi- 
dence to get a conviction. The case 
is based on a real investigation, and 
the player will interactive with Frank 
Falzon, the homicide inspector who 
worked on the case. 

GT Interactive had more than 
its share of exciting projects in the 
works. First and foremost, for those 
who couldn't get enough of the orig- 
inal Doom, retail shelves will soon 
contain The Ultimate Doom, 
which will include a new fourth mis- 
sion, Thy Flesh Consumed. 
The company has also announced 
an arrangement with Williams 
Entertainment to bring Mortal 
Kombat 3 to the PC in the near 
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future. Other exciting developments 
include a computer version of the 
popular White Wolf role-playing 
game Vampire: The Mas- 
querade. This version will include 
the input of Vampire author Mark 
ReineHagen. As if that weren't 
enough, GTI has a deal with 
Zombie Entertainment to 
bring their products to market, 
including a new title by Alexey 
Pajitnov called Ice & Fire. 

Fans of the Rolling Stones 
will certainly want to take a close 
look at GTE_ Interactive's 
Voodoo Lounge CD-ROM. The 
CD will feature unreleased remixes 
of Stone’s classics, music videos 
and an exploration of the group’s 
roots. Fighting gamers will want to 
take a closer look at FX Fighter, 
which features excellent control and 
a host of good moves—over 40 dif- 
ferent moves per fighter! 

Humongous Entertain- 
ment’s star character Putt-Putt is 
back in a new adventure titled 
Putt-Putt Saves the Zoo. His 
task is to rescue 6 different baby 
animals that are missing. At the 
same time, Putt-Putt needs to 
restore the bridge to the zoo and 
make sure that the animals get 
enough food. 

In addition to the announcement 
of The Ultimate Doom, the folks at 
id Software had a few other pro- 
ject on hand, including a new level 
pack that will hold over 1000 Doom 
and Doom II levels. There was also 
some very preliminary work on 
Quake—really little more than a 
graphic engine, but it looks as if 
Quake will up the very high ante 
already in place from previous id 
products. 

leMotion will continue to work in 
the Lovecraft area with the pending 
release of Prisoner of Ice. 
However, horror games aren't all 
that’s coming from I*Motion. Among 
the new titles announced at E3 is 
Knights Chase. In this game, 
the character must journey back 
into the past to save his fiance. 
C.E.O., formerly A-IV Net- 
work$ looks to be the most com- 
prehensive business sim available 
on the PC to date. 

The Yearn 2 Learn series from 
Image Smith will soon be 


expanding with a new title including 
the characters from The 
Flintstones. Among the topics 
covered are logical thinking, 
spelling, grammar and sentence 
Structure and, interestingly enough, 
budgeting. Also on tap is Darby, 
My Dalmation, an interactive 
storybook that teaches kids how to 
be a responsible pet owner. 

“Here was a Caesar! When comes 
such another?” Marc Antony asked 
in Shakespeare’s Julius Caesar. 
soon, according to Impres- 
sions. Caesar Il takes the origi- 
nal game concept of Caesar to a 
new level, with the player responsi- 
ble for creating not just a city but an 
entire empire. Business sims get a 
new look with Space Bucks, a 
trading game of interstellar propor- 
tions. Finally, Breach 3 is almost 
complete, and looks like everything 
Impressions promised it would be 
and more. 

The Spudboys are back, and 
Inscape’s got ‘em! Slated for 
release in October is Devo 
Presents Adventures of the 
Smart Patrol, in which the devo- 
lutionary good guys are pitted in 
battle against the forces of corpo- 
rate evil incarnate. Other titles from 
Inscape include the weird Bad 
Day on the Midway, which will 
feature the cult group The 
Residents. Additionally, The 
Dark Eye, based on some of 
Poe’s work, will contain macabre 
stop-motion animation done by 
Doug Beswick, animator of 
Gumby, Aliens and Beetlejuice. 

Intelligent Games has signed 
deals with some of the heavier hit- 


int a ‘ 


a cattle 


Caesar Il from Impressions 


ters in the gaming world. The com- 
pany is working on three titles at the 
moment. Azrael’s Tear, an 
adventure game where the player 
acts as a thief questing for the Holy 
Grail, will be distributed by 
Mindscape. Also on the slate is 
WaterWorld, based on the 
upcoming Kevin Costner/ 
Dennis Hopper movie. This title 
will be distributed by Interplay. 
Third and by no means last, comes 
the next game in the Maxis series 
of Sim- titles, Simlsle, in which 
the player decides the fate of a trop- 
ical island (tourist trap or ecological 
paradise). 

MicroProse founder J. W. 
Stealey’s new company, Inter- 
active Magic, was showing an 
impressive line of new titles, not the 
least of which was the lock-and-load 
helicopter sim Apache. This title 
will have something for just about 
everyone, as it will feature highly- 
detailed helicopters, should the 
player wish that, and will also have 
a more arcadish mode when you 
just want to blow stuff up. In the 
space combat genre comes Star 
Rangers, a space sim with a cool 
free-for-all mode. Among the other 
titles of note at IM was High 
Octane, a racing sim that will fea- 
ture among the vehicles, super 
trucks. 

While Interplay was showing 
Dungeon Master Il, Stone- 
keep and Frankenstein, the 
real news here was happening in a 
completely different genre. As 
announced in CGR last month, 
Interplay has launched a new line, 
VR Sports searching for the die- 
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hard sports simulation fans. The ini- 
tial release, VR Baseball ‘95 
should ship this fall, with Basketball 
and Hockey titles to follow soon 
after. Both Stonekeep and DMIl are 
nearing completion, and may well 
be available by the time you read 
this. 

Fly fishing might not sound like the 
stuff of real adventures, but the 
good folks at IVI Publishing will 
disagree with you. Great Rivers 
of the West will feature sound, 
photographs and video of six of the 
best places out west to go fly fish- 
ing. For the real enthusiast, there is 
also a printable 60 page travel guide 
as well as 36 interactive maps that 
can be accessed. 

Look for Jasmine Multi- 
media to continue to add titles to 
the Vid Grid line with Country 
Vid Grid. Players assemble puz- 
zles that, when correctly assem- 
bled, play a country music video. 
Jasmine is also working on a CD- 
ROM adaptation of the Discovery 
Channel program Wild West. 

Knowledge Adventure, one 
of the premier developers of edu- 
tainment software, is working on 
Pyramid. !n this adventure game, 
the player journeys back to ancient 
Egypt to help in the construction of 
a pyramid. To do so, construction 
problems must be solved, using 
only the tools of the time to help. 
This title is being done in conjunc- 
tion with Dream Quest 
Images, a special effects house 
responsible for such movies as 
Total Recall and The Abyss. 

The majority of Koei’s booth was 
dedicated to Celtic Tales, reviewed 
in this issue. However, there was 
some news on a new Koei title as 
well. PTO will be spawning a 
sequel on the PC. Still in its early 
planning stages, PTO Il will fea- 
ture military combat in the South 
Pacific. 

Legend Entertainment, cur- 
rently at work on a number of pro- 
jects including Star Control Ill, had 
the initial unveiling of Shannara, 
based on the best-selling fantasy 
series by Terry Brooks. Players 
who enjoyed Legend’s first foray 
into the strange realms of Piers 
Anthony will be pleased to hear 
that a second Xanth game, The 
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Magic of Xanth is also in the 
works from Legend. Finally, Legend 
announced the signing of Star 
Trek: TNG star Michael Dorn 
and actress Patricia Charbon- 
neau for the upcoming Mission 
Critical. 

Dedicated gamers will be interest- 
ed to hear about Rebel Assault 
Il from LucasArts, which will fea- 
ture live-action video as well as a 
completely original story. It should 
be noted that this marks the first 
time George Lucas has allowed 
someone else to film a live-action 
Star Wars project. Look for The 
Dig, which includes the talents of 
Steven Spielberg and Orson 
Scott Card to add another chap- 
ter in LucasArts’ long line of suc- 
cessful adventure titles. In this 
game, a team of deep space explor- 
ers become stranded on an alien 
planet. This game will also spawn a 
novelization, an audio drama and a 
CD soundtrack. 

One of the more interesting licens- 
es being talked about at E3 was 
Hellraiser, being done by 
Magnet Interactive. Face 
Pinhead and his minions in the bow- 
els of a virtual hell. Monster 
Island has the player acting as a 
giant movie monster crushing cities 
and trampling hapless citizens. Also 
interesting from Magnet Is 
Icebreaker, an abstract puzzle 
game that boasts 150 levels of play. 

MECC, a renowned developer of 
educational software, had a very 
strong line of software at the show. 
Among these were Africa Trail, 
in which the players relive a bicycle 
trek across Africa. Also on hand 


was MayaQuest, another bicycle 
trek, this time through the Yucatan 
Peninsula. Both titles offer the play- 
ers a window on diverse and inter- 
esting cultures and teach, among 
other things, planning _ skills, 
research tactics and analysis. For 
the more artistic young adult Is 
Opening Night, a behind-the- 
scenes look at what goes on at a 
theater. 

Among the titles Merit Studios 
had at their booth was Harvester, 
certainly the most gruesome piece 
of software to come down the pike 
in a long while. Filled with disturbing 
images and some strange humor, 
Harvester should be released 
around August. Also pending 
release is the  oft-discussed 
CyberJudas from D.C. True. 
What was at the show looked great. 
This is coming soon, right guys? 

MicroLeague Interactive, 
fresh off the success of Blood 
Bowl, are getting back to their 
sporting roots with a couple of new 
products slated to appear sometime 
by years end. MicroLeague 
Horse Racing will offer the sport 
of kings at race tracks all around the 
country, complete with rotoscoped 
thoroughbreds and digitized tracks. 
The real heavy hitter is Micro- 
League Baseball ‘95, an 
update of the quintessential statisti- 
cal baseball game, improved with 
solid animation and _ digitized 
effects. 

It should come as no surprise that 
the MicroProse section of the 
show was dominated by Magic: 
The Gathering. While an official 
release date on this project has not 
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Empire Il from New World Computing | 


been announced, MicroProse is 
claiming that it will be available 
sometime this summer. For Magic 
fans, it doesn’t get much better than 
this. Among the other titles coming 
from MicroProse are Vikings, 
Virtual Karts, and an update of 
Ultimate Football, due out by 
the end of this year. 

Microsoft is out to prove that 
the upcoming’ release of 
Windows ‘95 is a good gaming 
platform, and several of their titles 
make a convincing argument. 
Undoubtedly, Fury® will cause 
gamers to reevaluate their stance 
on Windows as a gaming system. 
Excellent graphics, blazing speeds 
and a lot of action make this title 
one to keep your eyes out for. For 
the nostalgia-minded, Microsoft has 
also announced a second arcade 
package, Return of Arcade, 
which will feature Pac-Man, Dig 
Dug, Pole Position and 
Galaxian. 

Millennium Media Group 
announced a deal with Dell 
Magazines to create an upcom- 
ing puzzle title called Diabolical 
Digits. Dell is perhaps the best- 
known publisher of puzzle maga- 
zines around the world, and their 
addition to this project says a lot for 
the quality of the title. Also, for the 
younger set who want to do some 
real gaming comes H.U.R.L, an 
action game for, according to the 
company “Baby Doomer’s.” 

Around the Mindscape booth, 
the big event was the recent deal 
signed with Games Workshop 
that will bring a number of 
Warhammer games to the PC. 
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Look for the Warhammer games, 
both action and strategy games, to 
begin shipping later this year, with 
action and strategy titles alternating. 
Mindscape has also signed a deal 
with Garry Trudeau to create 
Doonesbury Toonscapes 
based on the Doonesbury comic 
Strip. Products in this line will 
include a screen saver, a retrospec- 
tive CD and a Doonesbury-based 
election game. 

Based on the success of Rise of 
the Robots, England-based 
Mirage Studios is hard at work 
on a sequel. Titled Rise 2: 
Resurrection, this game will 
include a whole list of new robots as 
well as a number of new fighting 
moves. In fact, the number of basic 
moves per robot has been tripled, 
while special moves have risen from 
a total of six per character to a 
whopping 40. 

Jetfighter Ill, the hotly-awaited 
flight simulation from Mission 
Studios was on hand at E3. This 
sequel to one of the best selling 
sims ever created will feature accu- 
rate texture mapping, detailed 
scenery and dynamic weather, 
among other enhancements. Look 
for this product to ship any day now. 

Morgan, the cartoon apekid 
mascot of Morgan Interactive, 
will have a new adventure through 
history in the near future. Titled 
Morgan’s Romp Through 
History: Revolutionary War 
America, this title features 
Morgan and his friends explore the 
history and people of revolutionary 
America. While playing, kids will 
learn about the formation of this 


country through an interactive and 
entertaining story. 

What do you get when you mix a 
big, scary monster, live-action video 
and the President's brother? You 
get Bloodwings: Pumpkin- 
head’s Revenge from EA affili- 
ate Motion Picture Corp. of 
America Interactive. Based 
on the movie, Bloodwings incorpo- 
rates a unique “movie portal” fea- 
ture that lets the player take objects 
from running film clips. Additionally, 
the game will feature some exclu- 
sive clips that do not appear in the 
movie. 

Home craftsmen will want to take 
a closer look at the upcoming 
Multicom title Home’ Im- 
provement 1-2-3. Created in 
conjunction with The Home 
Depot and Better Homes 
and Gardens, this title features 
Step-by-step information on over 
150 home improvement projects. 
Also included are a calculator to 
keep track of those rising construc- 
tion costs and a project planner to 
help track expenses. 

New World Computing is 
branching off in a number of direc- 
tions as of E3. Heroes of Might 
and Magic appears to be a quan- 
tum upgrade of the New World clas- 
sic King’s Bounty with a lot 
more detail added in. Resource 
management will become a much 
bigger issue with this title. Also 
showing the latest title from 
DreamForge, Anvil of 
Dawn. This RPGwill feature a 
first-person perspective interface 
with, according to DreamForge, the 
sort of depth from a game like The 
Summoning. New World’s take 
on the giant mech idea, Metal 
Lords, will feature more strategic 
combat than the standard giant ‘bot 
game. Also look for New World to 
build on the past successes of the 
Empire series with Empire Il, 
which will feature an innovative sce- 
nario construction kit. 

NovaLogic will be building on 
the strengths of its Voxel technology 
with a follow-up product to the 
incredibly popular Comanche 
tile. Werewolf vs. Coman- 
che's main attraction is that it fea- 
tures head-to-head play between 
Soviet and American helicopters, 
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and will allow two people to play via 
network or modem with only one 
copy of the game. Up to eight can 
battle on-line. 

Over at Ocean, the main story 
was the sequel to the acclaimed 
flight sim TFX. This flight sim accu- 
rately simulates the latest NATO 
craft, the Eurofighter 2000. Look for 
TFX: EF2000 to have a plot cen- 
tered around a resurgent Soviet mil- 
itary with an eye toward 
Scandinavia. If you missed the orig- 
inal TFX, you can pick it up in the 
soon to be shipped Gamer’s 
Dozen collection which will include 
some very cool titles beyond TFX, 
like Wild Wheels, Epic and 
Pushover for the slender price of 
$39.95. Also keep an eye peeled for 
the humorous strategy game 
Worms where you control a pla- 
toon of four heavily armed worms in 
a turn-based battle. 

Certainly, the biggest question 
surrounding Origin is when 
Wing Commander IV will ship. 
All of the principle actors from the 
WCIIl have been signed up. The 
plot marks a new direction for Wing 
Commander—the war against the 
Kilrathi is over and your task has 
become quelling rebellion in the 
border territories. Origin is also hard 
at work doing something other than 
Ultima with the Ultima engine, 
namely Crusader: No Re- 
morse. Here you play a rebel 
agent trying to take down a ruthless 
and corrupt government. Also being 
talked about was CyberMage, 
where you have been imbued with 
super powers that you aren't quite 
sure how to work. 


Crusader: No Remorse from Origin 


Urban Decay from Psygnosis 


On-line is hot, and there isn’t 
much more exciting than the new 
service proposed by Papyrus. 
Still unnamed and going under the 
code name Hawaii, this service 
will allow users of NASCAR 
Racing or the upcoming 
IndyCar 2.0 to compete against 
other racers on-line, with up to 32 
drivers per contest. Speaking of the 
new IndyCar, it will have 15 tracks, 
digitized sound, SVGA graphics and 
a new arcade mode that lets you 
drive from outside the car. 

The highly acclaimed Burn: 
Cycle from Philips Inter- 
active Media will soon be wend- 
ing its way from the CD-i machine to 
PC CD-ROM. Philips has also inked 
a deal with leMotion to distribute 
the upcoming space combat game 
Chaos Control. If you haven't 
had enough of driving around and 
shooting stuff, plan for Cryo’s 
Dead End a blow-up-all-the- 
mutants-with-your-car title to ship by 
the end of this year. 


gi? 


If you are the type who can’t get 
enough VH1 or MTV, take a look 
around for Total Distortion 
from Pop Rocket. Your goal is to 
search the universe for fresh mater- 
ial for the music videos you direct. 
Solve puzzles and get the material 
to make the videos or die a horrible 
and painful death. 

Things were hopping at the 
Psygnosis booth. While most of 
the games that were being shown 
were for the PSX, most of them will 
be released for the PC as well. 
Destruction Derby is a demoli- 
tion race, which should prove to be 
pretty cool. More exciting is the 
work that was shown- on 
Lemmings 3D, which allows you 
the chance to play the game from 
the point of view of one of the 
Lemmings! Some initial work was 
also being shown on the follow-up 
product to Ecstatica. The project 
is still a long way off, but Urban 
Decay could well write a new 
chapter in action/adventures. 

Hot off the release of The 
Perfect General Il, QQPis 
planning the sequel of its excellent 
naval simulation. Lost Admiral 
Il will be a greatly enhanced version 
of the award-winning sim and will 
now include land-based units and 
city invasions. On the conversion 
front, QQP is working on The 
Awful Green Things from 
Outer Space, one of the classics 
of strategy board gaming. Look for 
these games and other QQP titles 
like Battles in Time, Card 
Player’s Paradise and 
Konquest to start shipping on 
CD-ROM as well. 
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Over at the ReadySoft booth, 
there was a lot of excitement sur- 
rounding Brain Dead 13. 
Animated film quality visuals and 
audio along with some very 
deranged humor should make this a 
game not to miss. Prepare for the 
onslaught of Fritz sometime this 
summer. 

Sanctuary Woods will be 
expanding on the Predator series 
started with Wolf. The next game 
in the set is Lion, and the compa- 
ny has been talking about doing a 
similar project with other animals as 
well. The Riddle of Master 
Lu, based on the life of Robert 
Ripley contains some excellent puz- 
zles and a few unique features for 
an adventure game, like the require- 
ment of finding oddities to keep the 
museum open, thus funding the 
search for Master Lu. Believe it or 
not! Finally, while Orion Burger 
looks like a children’s adventure 
game from the graphics, it most 
assuredly is not. The story is sim- 
ple—solve the puzzles or humanity 
ends up as the main course at an 
intergalactic fast food restaurant. 

The fourth quarter of the year 
should be a busy one for Sales 
Curve Interactive. Building 
from the solid graphics engine of its 
earlier titles, the company plans 
three releases around Christmas, 
with a fourth at the start of ‘96. 
Among the titles coming up are 
Kingdom O’ Magic, a humor- 
ous fantasy adventure with a great 
soundtrack, the gladiatorial combat 
game XS: Shield Up—Fight 
Back and The Lawnmower 
Man 2: Jobe’s War, which is 
being filmed on the set of the movie. 

While the Star Trek Omni- 
pedia is still being finished up at 
Simon & Schuster Interact- 
ive, work has begun on a third Trek 
title. Originally called Klingon 
Immersion Studies, The pro- 
ject is now going under the name 
Star Trek Klingon. This title will 
feature voice recognition, allowing 
the user to actually talk to the com- 
puter. The user adopts the identity 
of a Klingon youth and while learn- 
ing the culture and language, rise in 
power to become the head of the 
clan. Look for this around 
November. 


The success of Jagged 
Alliance has caused Sir-tech to 
come up with an idea to help 
gamers get more from the game. 
Coming is a Head-to-Head+, 
which will allow two people to play 
against each other. It will also fea- 
ture new mercs, a scenario editor 
and a lot more. Good call! Druid 
an RPG with the RPG novice in 
mind has some very cool graphics 
to go along with a very interesting 
story and a solid role-playing sys- 
tem. The third game in the 
Realms of Arkania series is 
also coming. Shadows Over 
Riva will feature the same basic 
engine, but with a host of new 
options including an improved dia- 
logue system. 

Sony Imagesoft was hyping 
Johnny Mnemonic, but the 
real excitement at Sony is the com- 
pany’s decision to go after the 
sports game market with a 
vengeance. The company will be 
releasing several titles in conjunc- 
tion with ESPN, including hockey 
and basketball games as well as 
Extreme Games based on 
some unusual sports like street 
luge. Regarding Johnny M., it is 
possible that Sony’s take on the 
interactive movie could well be the 
future of that genre of games. We'll 
know soon enough. 

Sound Source Interactive, 
makers of some great licensed 
screen savers and audio clip pack- 
ages, was showing off some of the 
new titles in its line of Interactive 
Moviebooks. The Little 
Rascals and The Amazing 
Panda Adventure are a couple 


Top Gun from Spectrum HoloByte 


of the pending releases, which fea- 
ture top-quality visuals and a 
remarkably low price tag. The com- 
pany will also be producing a similar 
title based on the Batman animat- 
ed television show. 

The megalith that is Spectrum 
HoloByte was showing the near- 
ly completed Star Trek: The 
Next Generation—A Final 
Unity at E3. Game play looks 
solid, and the voice over work from 
the real cast is very well done. It 
should be available by the time you 
read this. In the more traditional 
Spectrum line, Top Gun is a flight 
sim that features some nice innova- 
tions, excellent video and good 
sound. It also plays very well. Race 
fans will be pleased to hear that 
Spectrum is also working on 
World Circuit Il, a follow-up to 
the excellent Grand Prix simulation 
from subsidiary MicroProse. 

SSI’s new World of Aden 
series will take place in a world of 
magic and crude steam-powered 
technology. There will be a number 
of RPG titles in this universe, with 
Thunderscape leading off, to be 
followed by Entomorph, where 
you must discover what’s causing 
the citizens of the area to turn into 
giant insects (shades of Kafka!). On 
the military front, Steel 
Panthers puts you in charge of 
ground forces in a squad level tacti- 
cal sim. On the ocean-going front, 
SSI will head beneath the waves 
with Silent Hunter, a WWII sub 
sim focusing on the South Pacific. 

Swfte will be continuing the suc- 
cessful and highly acclaimed 
Brain Quest line in the near 
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future. Also coming for younger 
gamers is The Multimedia 
Bug Book, where the player 
needs to capture over 50 different 
critters. Along the same line is The 
Multimedia Bird Book, which 
will feature high quality stills and 
video. 

In the mood for something scary? 
Check out Ripper from Take 2. 
In this game, Jack the Ripper has 
appeared in the year 2060. New 
York is held in terror as the killings 
continue. You're elected to solve 
the crimes and stop the murder 
spree. Take 2 was also showing 
some initial work on Millennia: 
Altered Destinies. The basic 
plot is extremely intricate as well as 
interesting. You need to affect the 
timelines of four diverse races 
across a galaxy to help all of them 
develop to their fullest potential. To 
do so, you travel back and forth 
through 10,000 years of historical 
possibilities, changing and nudging 
as yOu go. 

Using classic fairy tales as a 
basis, TerraGlyph will soon be 
offering some innovative edutain- 


ment software. Among the titles 
coming are Rumplestiltskin’s 
Labyrinth of the Lost and 
Hansel & Gretel and the 
Enchanted Castle. TerraGlyph 
will also be creating several titles 
with the Tiny Toons license 
including Buster and the 
Beanstalk. 

Board-style games take a fright- 
ening turn with Time Warner 
Interactive's Atmosfear. In 
this game, players compete against 
a one hour time limit to collect keys 
from six realms and race to the cen- 
ter of the map to confront their 
greatest fears. Scheduled for 
September release, there will be a 
networkable version available early 
next year. Those with a bent for mil- 
itary domination should look at 
Conqueror, where the success- 
ful player will need to balance power 
and influence in medieval England. 

Over at Trimark Interactive, 
there was a buzz stirring around 
The Hive, a 3D rendered arcade 
game. The basic quest is that the 
galaxy is in peril from a swarm of 
mutant bees whose “honey” is actu- 


ally a potent biological weapon. The 
company’s first in-house project, 
MagBall is a cross between soc- 
cer and racing as players race in 
magnetic cars and try to steer the 
ball into the opposing goal. Oh, it 
takes place in zero gravity and at 
speeds of about 600 mph. 

Having just distributed 
Gremlin’s Slipstream 5000, 
which features a bonus CD that 
contains a couple of songs from 
Skid Row, U.S. Gold will be 
heading into a more traditional 
sports market with Virtual Golf. 
Tagged as a more plug-and-play 
golf game, Virtual Golf will feature 
the site of the 1995 Scottish Open. 
With the Olympics coming up in 
Atlanta, U.S. Gold will be marketing 
a game based on the mascot IZZY. 
Targeting younger gamers, IZZY’s 
Quest for the Olympic 
Rings will include the mascot per- 
forming a variety of track-and-field 
style actions. 

If you are new to gaming, you 
could do a lot worse than to find a 
copy of Velocity’s Mile High 
Club. This package includes eight 


different flight-based CD-ROM titles 
from Megafortress and 
Heroes of the 357th to Wing 
Commander Academy. Jet 
Ski Rage, a jet ski racing and 
combat game will be released for 
Windows in the September time 
frame. This one seems like such a 
natural it's a surprise no one has 
done it before this. 

Few companies have the licensing 
muscle of Viacom New Media. 
Witness Congo: The Movie, 
ae. 


Star Trek: Deep Space Nine 
Harbinger and Beavis and 
Butt-head in Virtual 
Stupidity. However, more excit- 
ing than those titles was the simple 
and elegant ZOOP. Sort of the nat- 
ural step-child of Tetris, ZOOP is 
a deviously simple game on the sur- 
face, but addictive challenging and 
enjoyably frustrating just below. 
One of the most interesting things 
about this game is the way that the 
backgrounds dramatically affect the 


Heart of Darkness from Virgin Games 


difficulty of the game. It won't be out 
for a few more months, but you'll be 
certain to hear about it when it's 
released. 

Perhaps the strongest all-around 
line at E3 came from Virgin 
Games. Heart of Darkness 
was showing in a private theater 
room to absolutely captivated audi- 
ences. The story is an interesting 
one—a young boy must journey into 
a very scary world to confront the 
things that scare him the most. The 
action looks incredible, with some of 
the most astounding visuals and 
animation in an action game ever. 
On the main show floor was 
Command and Conquer, a 
heavily upgraded pseudo-sequel to 
Dune Il. Using the same engine, 
the Al has been entirely redone to 
make the game much _ harder. 
Toonstruck, sort of a Roger 
Rabbit idea, features the voice tal- 
ents of Dom DeLuise, David 
Ogden Stiers and Tim Curry 
as well as the live-action talents of 
Christopher Lloyd. This title 
will prove to be a must-see. 

- Steve Honeywell 


RATING PENDING 
RP 9p Delphine Software 
A NTERNATIONAL . 


sTtTvuopisd $8 


d more 


, Movies an 


ena 


Star Trek: Voyager 
© 1994 

Paramount Pictures. 
All rights reserved. 


GAME REVIEWS = THE WINNINGEDCE — 


SPECIAL FEATURE BETA TEST 


property 


SELECT A BUTTON TO ACCESS THE SECTION YOU 


PRESENTED BY CGR.-ISS 
Last Update June 
* New Screen Shots Of Doom-Killer QUAKE 


* Meet the Man Behind X-COM ? In Innervie 
* New Shareware In Civil Defense - Descent 


pyright © 1995 Parallax Software. 


hts reserved. All trademarks are 


of Interplay Productions 


Click Here To Interface 
With CGR's Editors! 


Descent co 


All rig 


190’s PAGES OF TEXT 
190’s OF PHOTOS 
VIDEO/AUDIO 

GAME DEMOS 
MARKETPLACE 


PLUS MOREW 


4 
® 
ae 
= 
a. 
E 
° 
be 
wn 
o 
E 
C 
5) 
) 
d 
= 
> 
= 
° 
2 
= 
aps! 
V—) 
@ 
spel 
oh 
5) 
= 
© 
= 
aha 
S 
= 
° 
‘shecad 
o 
> 
o 
= 
od 
S 
° 
° 
5) 
° 
ad 
@ 
O 
8 
2. 
= 
= 
C) 
o 
PS 
oe 


get the inside scoop with tons of exclusive info you won't find anywhere else 


LARMS | 


Doom 2: Hell on Earth TM id Software © 1994-95 Batman Forever TM & © 1995 DC Comics Babylon 5 © 1994 Warner Bros. 


(All Rights Reserved.) All rights reserved. 


Mortal Kombat 3 TM & © 1995 Midway Mfg. Co. 


Want to ge ed to the mo ive, info- 
packed orld Wide Du dying 
for the our favo ooking 
to buy games y your 
keybo KE Ir Ss the 
place / www 
you can acce undre uSive info 
you won't find anywhere else, a access detailed specs 
on scorching new games. You c an download game 
demos, see what the editors c i’S magazines have 
to say about games that did into the mag, or 
even access special screen interact with 
your favorite as. Plus, you can get the inside 
Scoop at more...only with NUKE! 


v 


y= ) a an 
Attp://wv a nuxe.cOm 


COMPUTER 
GAME 
REVIEW 


Oddly enough, | had to wander 
into the Nintendo pavilion in order to 
touch base with a company by the 
name of Catapult. Although they 
didn't have a whole lot to show, they 
talked up their new XBAND net- 
work, and online Pentium-only gam- 
ing network. They already have 
their SEGA and Nintendo game net- 
work set-up and nearly operational, 
and the PC-based network is 
expected to launch in time for the 
Christmas 1995 season. For those 
of you with console systems who 
want to get online now, XBAND 
video game modems are available 
at Babbage’s, Toys ‘R’ Us, Software 
Etc., Blockbuster, Electronics 
Boutique, etc. Price is $29.99 
MSRP + membership and connect 
fees. 

CH Products was displaying 
its new programmable throttle and 
weapons systems that work in con- 
junction with their Flightstick Pro 


and Pro Pedals. The Pro Throttle 
has four four-way hat switches and 
four fire buttons, while the lower 
cost CH Throttle has one four-way 
hat switch, one two-way switch, and 
six push buttons. The limit on macro 
commands for the Pro Throttle is 
400 characters. Although not avail- 
able to view at the show, CH 
announced their new line of pro- 


oftware Wasn't the Onl 
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grammable joysticks, the F-16 
series. The F-16 Fighter Stick has 
four four-way hats, three push but- 
tons and a trigger, as well as trim 
and throttle controls. It utilizes both 
digital and analog modes. The F-16 
Combat Stick is a scaled-down ver- 
sion of the Fighter Stick, with two 
four-way hats, five push buttons, a 
trigger and trim and throttle controls. 
The Combat Stick is only available 
in an analog version and 
is only programmable 
when used with one of the 
throttle options. PC users 
should also look for the 
new lower pricing on CH’s 
Flightstick and Flightstick 
Pro. Mac users will be 
pleased to note that CH 
Products also is unveiling 
the Jetstick, CH Pedals, and Pro 
Throttle under the Macintosh 
schema. The Jetstick is available 
now at a suggested retail price of 
$74.95, while the CH 
Pedals and Pro Throttle will 
not be released until late 
summer (no pricing avail- 
able yet on these two). 
Currently being considered 
for the Mac market are the 
Virtual Pilot Pro and Pro 
Pedals. 

Non-disclosure agree- 
ments (NDAs) abounded at 
the show. One such was 
with Creative Labs, 
who showed me a new 
board that should drive 
their stock up a few points. 
Creative was hyping their new 3D 
audio technology based on a joint 
venture with E-mu Systems. 
Advanced spatialization techniques 
will help to immerse the gamer in his 
electronic universe, heightening the 
realism of games. Latent support by 
the E-mu 8000 technology integrat- 
ed in the AWE32 will provide the ini- 
tial impetus for the design, and 


y Thin 


developer's kits are already in the 
hands of the fine folks at Interplay, 
Electronic Arts, Virgin and others. 
Another NDA | signed was with 
Diamond Multimedia, who 
forbade me from talking specifics 
about their latest venture. They did, 
however, give me some rumors that 
| could use, although, being rumors, 
they may or may not be true. For 
release this fall, they've got a board 


combining wavetable audio, digital 
video and 2D and 3D graphics 
acceleration. They’re also rounding 
up developers to support said 
board, and a number of them have 
already planned to release products 
during the Christmas ‘95 buying 
season. Diamond also promises 
increased acceleration, via the new 
board, of DOS, Windows 3.1 and 
Windows 95 products. There is no 
truth to the rumor that Elvis will 
make a personal appearance 
announcing his support of the 
board. Look also for the Diamond 
TeleCommander 2500XL, an 
audio/telephony board combining 
Sound Blaster Pro compatible audio 
with Rockwell's 14.4 Data-Fax- 
Voice device. Using a standard ISA 
interface, the board is expected to 
retail at $249. 

Forte Technologies had 
their VFX-1 headtracker on display, 
and it’s looking better and better. 
Shipping of the HMD has com- 
menced, with an MSRP of $995.00. 
A lot of coin to pay, admittedly, but it 
looked like it may have some merit. 
Because the unit has its own inter- 
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nal interface card, it isn’t dependent 
on timing signals from one of your 
COM ports; this makes for much 


smoother movements at more 
sharply defined resolutions. It uses 
ACCESS.bus technology which 
allows for up to 125 devices to be 
plugged into the same PC. Can you 
say, “room for expansion?” Sure, | 
knew you could. Included with the 
VFX-1 is the CyberPuck, a move- 
ment control device that was incred- 
ibly easy to get used to. | should 
have the full unit in for review by 
next month. Watch this space. 

Motorola should have gamers 
digging in their pockets for a little 
cash in no time. They had a full line 
of their modem products at the 
show, including their latest 28.8 
V.34 model, the Power 28800 
(retail: $275.00). While this model is 
impressive, the show-stealer at their 
booth was the BitSURFR, an ISDN 
terminal adapter (a.k.a. digital 
modem) that allows transmission 
speeds above and beyond what 
you're currently able to get over nor- 
mal phone lines. An ISDN line is 
required for this model; they gener- 
ally start at around forty to forty-five 
dollars a month and go up from 
there depending on service require- 
ments. Although the BitSURFR 
retails at $445, it may be worth your 
while to look into, particularly if your 
Internet provider charges connect 
fees. The BitSURFR can send data 
at rates up to 115.2 Kbps, nearly 
eight times the speed of a 14.4 
modem; because it uses ISDN 
lines, you get simultaneous voice 
and data transmission. 

Sigma Designs was showing 
its RealMagic Producer, a software 
authoring system for the RealMagic 
MPEG series of video boards. 
Interesting, impressive and inex- 
pensive: $4995.00 gets you the 


RealMagic Producer Controller, 
Adobe Premiere version 4, Caligari 
trueSpace animation software, 
Orastic 
Technologies’ 
Animation 
Commander, 
and all neces- 
sary hardware 
to hook it all up 
to your 
audio/video 
source. While 
the lone gamer 
may not care 
too much, this authoring system is 
well within the price constraints of 
development houses. They also 
had a number of new titles currently 
in development to take advantage 
of their MPEG hardware, including 
silent Steel from Tsunami, Return 
to Cyber City from Fathom, The 
Masters (golf history) from Creative 
Multimedia, and many others. 
STD Entertainment had sev- 
eral new entries to their line of joy- 
sticks and peripherals. The PC 
Flight Force is an entry-level two- 
button joystick that retails for 
$39.95, while the PC Flight Force 
Pro is a four-button, four-way hat 
joystick. The Pro version has a 
“smart” auto-fire that adjusts to the 
speed of game software. Retail on 
the Pro is $59.95. The Flight Force 
Weapons Control System is STD’s 
version of a programmable throttle 
controller, with nine programmable 
function keys. The unit is a stand- 
alone model that can be used with 
other joysticks. It is unclear at this 
point whether the unit will allow you 
to program key commands to 
attached joysticks; watch for a prod- 
uct review in a future 
issue to clear this particu- 
lar aspect up. It should 
be available in August at 
a retail price of $59.95. 
Another new product on 
display at the STD booth 
was the Aerospace sub- 
woofer. It had some 
impressive design specs, 
and I'll be reviewing it 
(hopefully) soon. 
Suncom finally took the 
wraps off their F-15 
Strike Force series, and 
the sticks look and feel 


better than the prototype model | 
was shown during my visit to their 
plant in February. Expect a full 
review on the Eagle (their high-end 
stick) in the August issue. 

Although the biggest hardware 
conundrum to hit the PC market in 
the past several months has been, 
“To MPEG, or not to MPEG,” a com- 
pany known as The Duck 
Corporation has quietly been 
building alliances and technologies 
in the realm of software video com- 
pression. They claim that their 
TrueMotion S video compression- 
decompression software solution is 
better than MPEG. From what | 
saw, they may be right. More 
research and comparisons need to 
be done, but several companies are 
already flying the TrueMotion S 
banner: Capcom, Electric Dreams, 
and Magnet Interactive. More on 
this technology will be forthcoming. 

ThrustMaster finally demoed a 
working model of their F-16 Throttle 
Quadrant System, and it’s a beauty. 
It features two two-way switches, 
one four-way hat switch, two radial 
potentiometers (one with a push 
button), and a thumb trackball with 
push button capability. Street price 
is expected to be around $140. The 
ThrustMaster Pro Play Golf System 
is still expected to ship fourth quar- 
ter, and several modifications have 
been made to the product since | 
first saw it at Winter CES ‘95. They 
continue to fine-tune the product to 
make it more user-friendly, and the 
golf analysis software has under- 
gone some tweaking as well. 
Suggested retail price is $799.95, 
SO expect to see a street price 
below $600.00. - Ted Chapman 
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REVIEW 


It’s Not So Silltwood Anymore 


Some Arrogant 
Comments on E3 


As they say in Fiction 101, setting 
can provide important clues about 
the theme and plot of a narrative. So 
it was with the inaugural Electronic 
Entertainment Expo (E3), set in the 
bustling ruins of Los Angeles. 
There’s not much plot here, of 
course—just the near endless con- 
catenation of press releases and 
marketing pitches, delivered with 
the breathless polish of carnival 
barkers hawking their wares. But 
the theme here is definitely parallel 
to Los Angeles itself: a staggeringly 
uneven patchwork, wide as the hori- 
zon, filled alternately with Rodeo 
Drives and dank slums, with the 
Emerald City of Hollywood looking 
down over it all. Or maybe |’m just 
getting dramatically overwrought 
and reading too much into this. 
Accordingly, my commentary is split 
into two sections, helpfully labeled 
for the discriminating reader. 


Industry Stuff 


This was an important show for 
the industry for other reasons than 
the obvious. This was our attempt to 
show the moguls of the Consumer 
Electronic Shows (the CESs that 
have usually been our industry 
shows) that an electronic entertain- 
ment-only show could work and 
work well. Previously, we had been 
Stuffed away from the main floors of 
the shows, in the back, with other 
‘fringe’ industries like karaoke 
machines. This was our chance to 
Strut, and strut we did. Despite my 
reservations, the show's physical 
setting was little short of excellent. 
While the awkward geography of LA 
was an annoyance (plenty of $30 
cab rides, one-way), little else was. 
In short, | proclaim E3 a success, 
with the following three caveats. 
First, make the show longer; less 
than three days is not nearly 
enough. Second, move the timing of 
the show back about a month, so as 
to give developers a bit more time to 


polish products. Finally, if at all pos- 
sible, move the show out of LA. 
There are better, safer and more 
convenient convention towns to 
have the next E3 in. 

Unfortunately, the biggest myth 
about our industry was only perpet- 
uated by E3, to wit: Hollywood is 
buying into interactive entertain- 
ment with a vengeance. That just 
isn’t true on any significant level. 
While certain prominent figures like 
Lucas, Spielberg and Katzenberg 
are showing mild interest, the big 
studios as a whole have better 
things to do. There’s a growing idea 
going around that Hollywood and 
Silicon Valley are forging paths 
towards each other, but | don’t 
believe that to be true. Both a movie 
and a game have approximately 
equivalent development times and 
cycles. They share certain elements 
of management styles: suits vs. cre- 
atives, budget and schedule over- 
runs, etc. But this similarity is actu- 
ally why Hollywood won't become a 
major player in the industry anytime 
soon: If you have a structure in 
place that can make Jurassic Parks, 
you have little or no desire to make 
Dooms. It’s as if not more difficult to 
make a good computer game, and 
the financial rewards are much, 
much less. In essence, the studios 
are already involved in very danger- 
ous venture capital games, and are 
not interested in throwing more 
money away into unknown areas. 

There are two events that are 
causing this Silliwood impression. 
The first is the highly visible atten- 
tion that certain auteurs and celebri- 
ties are giving the industry: plenty of 
sound, no actual fury. The second is 
the increasing flow of significant 
capital (both venture and straight 
investment) from larger companies 
seeking to diversify their holdings. 
But these companies are not, gen- 
erally, movie studios. In most cases, 
these are other media companies 
(paper publishing and music corpo- 
rations especially) just trying to 
move with the times. But the 
upcoming Christmas season will 


undoubtably shake out those whose 
attachment to the industry is strictly 
a business proposition. Making an 
expensive game with no idea how to 
make a good game results in a ter- 
rible fiscal loss every time. 


Stuff That You 
Might Actually 
Care About 


But you want to read about the 
actual products at the show, don’t 
you? Here you go. 

The biggest hushed spectacle at 
the show belonged to Virgin, who 
kept it quiet in a small projection 
room decked out like a cheap 
Jaycee haunted house. That spec- 
tacle was Heart of Darkness. While 
all we were treated to was a cine- 
matic showing of cutscenes and 
game play, they were of sufficient 
quality and force to stun small audi- 
ence. It's basically a Flashback-type 
game, which is unsurprising given 
that the most of the development 
team worked on that game as well. 
Current plans are for PC CD-ROM, 
though platform versions seem vir- 
tually assured. I’m not all all certain 
that HoD is my kind of game, but it’s 
going to make a big splash no mat- 
ter what. 

A quick and dirty look at other 
titles of interest: 

* Bullfrog’s Dungeon Keeper, 
where the player squats in the dank 
depths and tries to take out chunks 
of passing heroes. 

¢ Mindscape’s Warhammer. |’m 
leery of a real-time combat engine, 
but | like the underlying miniatures 
system (by Games Workshop origi- 
nally) well enough to be content to 
wait and see. 

* Apogee’s Duke Nuke’Em 3-D 
just proved to me that there are a 
few interesting bells and whistles 
left to be appended to Doom clones. 

* Bethesda’s X"gine game system 
promises some sophisticated thrills. 

* Microsoft's Fury 3 showed what 
kind of forces the giant can bring to 
bear if it so chooses. 

- Kevin Perry 
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Three strange days 
in the Mecca of 
film and a close 
encounter with 
Chicken on Fire. 


Los Angeles is one of those 
places that I’d always hoped to 
avoid, primarily because I’d heard 
many disparaging things about it. 
The guns, the crime, the traffic, the 
earthquakes—all of these made me 
wish to stay at home. Unfortunately, 
my flight plans were made and the 
decision to go to E3 was set in 
stone. | could avoid L.A. no longer. 

When | got to LAX, all my worst 
fears were—unfounded. | had a sur- 
prisingly pleasant stay in the City of 
Angels. The convention center was, 
to quote Ernest Hemingway, “a 
clean, well-lighted place.” The 
Angelinos | met were helpful and, 
Hollywood stereotypes aside, very 
genuine. The earth moved nary an 
inch (no sick puns here, guys). And 
the traffic...did | mention the nice 
convention center? 

Nifty stuff was somewhat tough to 
find at the show. A lot of companies 
were flogging out the same old 
mess we saw at Winter CES, but 
there were some gems among the 
dross. Oddly, there was a height- 
ened level of secrecy about some 
products, and parts of the show took 
on a weird Spy vs. Spy aura. 

My vote for best game of the show 
goes to Bullfrog for Dungeon 
Keeper. Using a modified Magic 
Carpet engine, you get to turn the 
RPG genre on its head and be the 
bad guy. You’re in command of your 
own dungeon, and you have to 
design it so as to keep all those 
nasty little local heroes from coming 
in and taking your treasure hoard. 
As you advance in the game, your 
dungeon area expands, and heroes 
with more experience will come 
from farther away. Most of the game 
is played from a three-quarters per- 
spective, but you can take control of 
any of the creatures you place in 


22£%s 


your dungeon. Although the game 
was pre-pre-pre-alpha, it still looked 
incredibly hot. 

Another Bullfrog title that caught 
my attention was The _ Indes- 
tructibles. Also in very early form, 
you get to design your own super- 
hero and pit it against other super- 


heroes (either computer-generated 


or head to head). Need to take 
someone down in a hurry? Pick up 
a building and throw it at him. Just 
be careful; the more collateral dam- 
age you cause, the less favorably 
you'll be viewed by the locals. 

Crusader from Origin looked good. 
Built from a modified Ultima VIII 
engine, the game has hi-res graph- 
ics and terrific action. And no, you 
won't be forced to use a mouse, and 
you will be able to step over throw 
pillows. 

The biggest surprise | got at the 
show was in Sales Curve 
International’s booth. Remember 
Cyberwar? Don’t worry, nobody 
else does either. They appear to 
have learned from that dread mis- 
take; the three games they were 
showing (Kingdom O’ Magic, XS, 
and Gender Wars) all looked like 
they had the requisite stuff to be 
great games. SCI also scores best 
music in a game for Kingdom O’ 
Magic, the soundtrack for which 
was written by Perez ‘Prez’ Prado. 
So good was that music that | actu- 
ally begged them for a copy of it to 
listen to at home. 


Hottest hardware at E3: sorry, it’s NDA material. 


Star Control 3 was present in non- 
playable form at the Accolade 
booth, and it looks like they’re on 
the right track in spite of some 
extensive departure from the sec- 
ond installment in the series. The 
aliens are no longer cartoon anima- 
tions, as Accolade decided to spend 
some dinero on animatronic tech- 
nology. | can’t decide whether | like 
that particular change or not. The 
melees have been changed from 
2D to 3D perspective; |’ll be inter- 
ested in discovering how they’re 
planning on implementing the con- 
trol interface for it. 

Best party award goes to 
Spectrum HoloByte for their party 
on the Paramount Studios lot. The 
party itself was very low-key, but 
they were offering studio tours: How 
could | resist? | got the major bonus 
of getting to meet the incredibly 
babular Jennifer Lien (Star Trek: 
Voyagers Kes), as well as getting 
my picture taken next to the the 
shuttlecraft Galileo from ST:TNG. 
All this, and Heaven, too. Best man 
to know at Paramount Studios: 
Mark Reed, our tour guide and 
aspiring director. 

Second best party: Capstone’s 
TekWar party at the Sheraton 
Grand. In spite of what the tabloid 
journalists try to make the man out 
to be, William Shatner is a genuine- 
ly nice, sincere person. And no, I’m 
not a total Star Trek fanboy, thanks 
for asking. - Ted Chapman 
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O95 Could Be a Great Year 


More new sports 
titles than you 
could shake a 
baseball bat at. 


As much as | might dread these 
shows | also look forward to them. | 
became worried on the flight out, 
however, when my throat started to 
feel scratchy and | knew something 
more was to follow. Well, it did and | 
woke up with a slight cold or some- 
thing like that the next day. 
Fortunately, it never got too bad, 
though | had to carry around a pock- 
et full of tissues all day, and it was 
real hard to wake up in the morning. 
But on to things that you might care 
more about: NEW GAMES! 

If you haven't noticed from my 
reviews, sports simulations are my 
favorites, and they seem to have 
gained in popularity recently. There 
was certainly no shortage of them 
being shown; some new releases of 
old favorites and some completely 
new all together. 

There were many different kinds 
of graphics technology being 
applied and they all looked phenom- 
enal. What | tried to keep a keen 
eye out for were improvements in 
Al, but that did not come across too 
well from most of the demos being 
shown. Overall, it seems many 
companies are moving away from 
A/V improvements and putting more 
thought into the game play. After all, 
we all know that that is where the 
true realism lies. 

Ever since | played the SVGA ver- 
sion of NASCAR Racing from 
Papyrus | knew they had to do the 
same for IndyCar Racing. They 
wouldn't tell me anything at Winter 
CES in January because of some 
legal reasons, but | begged for it 
anyway. My wish (and maybe 
yours) will be granted! IndyCar 
Racing 2.0!!! Not just with an SVGA 
version but much more, including 
new car physics algorithms and dri- 
vers from this season, but we’re 
going to have to wait until sometime 
in the latter part of the year. Also, 


there will be Papyrus’ new on-line 
racing environment “Hawaii” that will 
support full 32 car races. 

For you Formula One fans, myself 
included, Spectrum HoloByte is 
working on World Circuit 2. Seems 
that 1996 is going to be a racing 
kind of year. 

As a side note, | asked 
ThrustMaster if they plan on doing 
an upgrade for the Formula 11 
device, and there is good news. Not 
only do they plan on improving the 
whole thing, but it will also be 
cheaper! Now | can put back the 
steering wheel in my wife’s car, so 
that she doesn’t have to use that 
skinny little one anymore. It seems 
that the T1 was just an experiment 
for them. They’ve sold 6,000 a 
month average. Some experiment. 

Next comes the new EA Sports 
stuff: a new EA Hockey ‘96 and 
FIFA Soccer. Both have much 
sharper graphics and much better 
animation, but what really tickled 
me were the new perspectives. Not 
only can you view the playing field a 
number of different ways, but there 
is this awesome new feature that 
makes it look like a TV camera is 
following the action instead of the 
field scrolling back and forth. It real- 
ly should add a whole new dimen- 
sion to sports gaming. 

Links Pro from Access is sched- 
uled for a summer release, though 
they still weren't really showing any- 
thing, just a demo of the way they 
will use the Under a Killing Moon 
technology so you can explore the 
actual club house too. 

Interplay has a new dedicated 
sports line called VR Sports that 
should produce some great stuff. 
There was a photo of DiMaggio, 
Ted Williams and Gehrig on display 
at the booth with all three auto- 
graphs on it. Wow! Mu’s auto- 
graphed #23 Bull’s jersey somehow 
paled in comparison next to it. 
Maybe not. 

Accolade has given a lot of 
thought about how to improve 
Unnecessary Roughness ‘96. 
Thankfully they’ve shifted their con- 


centration away from graphics and 
into game play. It will also contain 
Jerry Markbright, the NFL referee, 
as the referee in the game. 

Lastly, on the sports sim front, 
Acclaim is bringing NBA Jam: T.E. 
to the PC. As you may know, it’s not 
really a sim, but it can be a lot of fun 
to play. 

Other stuff that | am eager to see 
in a shrink-wrapped box is all the 
Stuff coming from Legend: Mission 
Critical, Shannara and Magic of 
Xanth. Judging by Legend’s reputa- 
tion, they should all be excellent 
games. 

LucasArts is coming out with The 
Dig that contains special effects 
from Industrial Light and Magic. 

Bullfrog’s main man, Peter 
Molyneux, claims that he’s figured 
out what gamers want: to shoot 
things. So, as you might guess, the 
next generation of Bullfrog products 
will contain ways to shoot things. 
Syndicate II looks a lot like the orig- 
inal but better, as does Magic 
Carpet Il. There is also a game 
called Dungeon Keeper where you 
get to play the bad guy while heroes 
come into your domain to try to get 
you. 

Sanctuary Woods has a couple of 
interesting and unique adventures 
soon to be released that look like a 
lot of fun. The Riddle of Master Lu 
has great graphics and game play 
and Orion Burger is a wacky ani- 
mated adventure. 

Spectrum HoloByte is finally ready 
to release Star Trek: TNG and | 
hope it’s not too late. It looks great, 
and if it works as planned, it should 
be a winner. 

Viacom has an intriguing little 
product that has the potential to turn 
into something as big as Tetris. 
Zoop is simple to learn but hard to 
master and uses color schemes to 
increase the difficulty instead of 
speed. 

E3 was a great success, and as 
you can tell | saw a lot of stuff that | 
am, as | hope you are too, excited 
about seeing in the coming year. 

- Tasos Kaiafas 
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The Star Trek Future is Now, 


When Star Trek 
beamed across the 
television skies all 
those years ago, 
bright—eyed boys 
dreamed of what 
could be. 


| was one of those boys, but all | 
could do was dream and wallow in 
the fantasy that has become Star 
Trek. Keith Halper was one of those 
boys as well, but he is bringing the 
Star Trek technology to realization 
with a soon to be released CD-ROM 
that is nothing short of extraordi- 
nary. Halper is Simon & Schuster’s 
producer for The Star Trek 
Omnipedia and this title is the most 
exciting one | saw at E3. 

Halper is building quite an impres- 
sive Star Trek repertoire. His first 
title, the Star Trek Interactive 
Manual, was released last year and 
immediately became a best seller. 
This CD-ROM broke new ground in 
its use of QuickTime VR 2.0. This 
allowed a user to actually walk on 
the bridge of the U.S.S Enterprise 
just by using a mouse. 

Halper is again breaking new 
ground with the Omnipedia. This 
encyclopedia looks like the comput- 
er system aboard the Enterprise 
and works much the same way. 
Yes, this CD-ROM is used by giving 
it voice commands. Halper and his 
Simon & Schuster team have devel- 
oped their own Voice Recognition 
program and you can actually give 
the Omnipedia verbal commands to 
open search paths and initiate audio 
and video sequences. This technol- 
ogy Is also being used for yet anoth- 
er Trek product, Star Trek: Klingon. 
The Omnipedia is slated for a sum- 
mer release while Star Trek Klingon 
is shooting for a November 1995 
launch. Both of these titles are very 
exciting and much anticipated. 

The people over at Knowledge 
Adventure in La Crescenta, CA are 
enthusiastic about two new titles 
they have coming out later this year. 


This is the miniature set of Knowledge Adventure’s new game 


Pyramid located deep inside DreamQuest Studios. 


Their game Pyramid is still in the 
filming stages, but its looks are 
impressive. The special effects stu- 
dio DreamQuest (which | got an 
exclusive tour of) is filming the 
game and filming it in miniature no 
less. The game’s river Nile setting is 
being re-created in a studio at 1:72 
scale and the first game of any kind 
shot in miniature. This is the same 
technology used for many of the 
special effects used in movies 
(DreamQuest did some of the spe- 
cial effects for the current hit 
Crimson Tide and will be doing spe- 
cial effects for Batman Forever). 

The game story Is this: You are 
transported back into Ancient Egypt 
and must build a pyramid for a 
young pharaoh. This adventure 
story is being touted as one for the 
whole family to play. 

Another strong title from 
Knowledge Adventure is Steven 
Spielberg's Movie Maker where you 
will run your own studio and make 
your own film. 

If you love sushi like | love sushi, 
a fall release from Arome should hit 
the spot. The Beauty of Japan 
Through The Art of Sushi continues 
the Arome tradition of producing 
elegant and superb cooking titles. 
This double CD-ROM set will not 
only have generous portions of 
video how-to segments, but will also 
explore sushi, its beginnings, cultur- 
al influences and evolution. Sushi, 
by the way, means “tasty fish.” 


The results of the recent marriage 
of ABC and Electronic Arts will be 
two fine products for children. The 
former EA Kids is now called 
Creative Wonders and one of their 
premier titles is Madeline and the 
Magnificent Puppet Show. 

Madeline is a long running chil- 
dren’s character now some 55 
years old and this will be her com- 
puter debut. Madeline is particularly 
a strong character for young girls 
who have few titles they can call 
their own. The art of Madeline looks 
very nice and the title is narrated by 
Christopher Plummer. 

Creative Wonders is now prepar- 
ing an old television favorite for a 
computer comeback. In the 1970’s 
and 1980's grammar was taught in 
Emmy winning cartoons called 
ABC’s Schoolhouse Rock. Yes, 
Conjunction Junction will soon be 
functioning in a line of Schoolhouse 
Rock CD-ROM titles. The titles will 
have the same look and style as the 
old TV shows, but will also include a 
number of educational games. 
Grammar, America _ (history), 
Multiplication and Science Rock 
titles are to be released in the winter 
of 1995 with more titles to follow in 
1996. 

If | learned anything at E3 it’s that 
the childrens’ and entertainment 
segments of software publishing are 
exploding, so the future looks bright 
for new and exciting titles. 

-Steven Greenlee 


To make it more 


‘realistic, we't 


have to Kick © 
dust | in Bley 


' On CD-ROM and 3.5" 
— / disks for IBM PC & 
ee Compatibles. 


With its advanced tech- 
nology and powerful 
features, SUPERKARTS 
already makes all other 


racing games eat its dust: 


REVOLUTIONARY RT3D 
ENGINE so high-tech, it 
generates fully-textured 
3D graphics in real time 
— even on a 386 PC! 


SMOOTH-AS-SILK 
ANIMATION that can go 
as high as 60 frames a 
second — rivaling the 
hottest coin-op hits! 


16 HEART-STOPPING 
TRACKS in different cities 
around the world. Each 
track features hidden 
Shortcuts, power-ups, 
jumps, pitlanes, oil slicks 
— and its own awesome 


music soundtrack *! 

aPeore BGrai 3 SEE. 
Feit PY Gerace SES%. £93.64 
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MULTIPLE CAMERA 
PERSPECTIVES. 
Watch the action from 


practically any viewpoint 


by simply changing 
camera angles. 


FOR UP TO 
8 PLAYERS ON LAN! 
You can play solo against 
intelligent computer- 
controlled drivers. Or 
against a friend using the 
simultaneous 2-player 
split screen. Best of all. 
get on an IPX-protocol 


LAN for the ultimate race 
— with up to & players at 
the same time*! 


Visit your local software 
dealer today, or call 
1-800-346-2300. 


gee Distributed by 
GT Interactive Software 
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Yi, Villiarms® see 


Williams Entertainment inc. 
Developed and published by Manic Media 
Preductions Ltd. in association with Williams 
Entertainment inc. SuperKarts: TM and ©1995 
Manic Media Productions Ltd. All rights 

reserved. Distributed by and ©1995 GT Inter- 
active Software. All rights reserved. 


“CD version only. 
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“people 
ask me 
what I’ve 
seen on the 
Show floor 
that looks 
good, and 
I’m always 
reluctant to 
answer.” 


COMPUTER 
GAME 
REVIEW 


(ne Vision of the Show that Was... 


What was the best 
game at the show? 
Read on and you’ll 
find out! 


lve been now to nine major trade 
shows—eight CESs and the first of 
what will probably be many E8s. 
Every time | go, people ask me what 
l've seen on the show floor that 
looks good, and I’m always reluc- 
tant to answer. The reason is sim- 
ple: Most of what we see are early 
versions of products or self-running 
demos. It’s difficult, if not impossi- 
ble, to tell much about game play 
from these. With that in mind, here 
are a few of the things | saw that 
should be more than a little exciting 
in the months ahead. Keep in mind, 
the only order for this list is the order 
in which they spring to mind. 

There were throngs of fighting 
games at the show. Of all of them, | 
was really impressed with GTE’s FX 
Fighter. The graphics are blocky 
and not as clean as those on some 
other titles, but the game itself plays 
beautifully, and that’s what really 
counts. 

The motion-capture technology on 
view at the Acclaim booth was very 
impressive. | was really shocked at 
how quickly and cleanly images 
were brought in and made to move 
realistically. Acclaim has the muscle 
to create quite a stir in this industry 
from simply a marketing standpoint, 
and this technology will do nothing 
but help them. 

Along the same line, Bethesda’s 
new X"gine offered more than a little 
excitement of its own. According to 
the Bethesda’s top man Chris 
Weaver (or Neils Bohr, depending 
on which nametag he was wearing), 
the games Bethesda was showing 
just scratch the surface of what the 
engine is capable of. It will be inter- 
esting to see the additional number 
of uses the company finds for It, 
since the engine is already being 
used in an RPG, a racing sim and a 
bowling game, among other things. 

Caesar, from Impressions, was an 
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Virgin’s Heart of Darkness was one of the more impressive titles 


on display at E3 in Los Angeles. 


exciting title when it came out, and it 
looks like the company has done 
nothing but improve on the original 
design dramatically in the sequel. 

Prima’s decision to launch a fiction 
division with the Proteus line is a 
great move. There are often times 
when | wish a game didn't end, and 
a novelized version of the game will 
give the game more legs. | also like 
the fact that they've gotten some 
good writers to work on the books. 

| was happy to see Sanctuary 
Woods continue the series of 
games started with Wolf. Lion is a 
natural for the Predator series. I'd 
like to see the line continue, per- 
haps with a major predator for each 
of the continents (polar bears would 
be fun) and the oceans as well. 

Bullfrog had a strong lineup, 
Creation being the one that will 
have everyone talking. |, however, 
was really pleased with the idea of 
Dungeon Keeper, a pseudo-RPG 
where you run the dungeon instead 
of run through the dungeon. As 
always, Bullfrog’s games were 
among the most inventive on the 
show floor, which is why they've 
always been successful. 

Speaking of inventive titles, | love 
the story behind Take 2’s Millennia: 
Altered Destinies. It involves a lot of 
time travel and time paradox and 
should be a game that rewrites the 
definition of the term “replayable.” 

Viacom’s ZOOP proves that you 
don’t need video (or even realistic 


graphics) to have a great game. The 
play is decidedly simple, the object 
equally simple. It’s also incredibly 
addictive. Look for this game to 
have the widespread appeal of 
Tetris in the year ahead. No joke. 

The grand majority of the Virgin 
lineup was killer. I've been jonesing 
for Command and Conquer since | 
heard it was being worked on, and 
the nearly-finished version | saw 
looked incredible. The graphics are 
great, and from what the Westwood — 
people tell me, the Alhas been 
drastically updated since Dune Il. 

| would be remiss if | didn’t say 
something about Heart of Darkness 
as well. This title from Virgin has 
some of the best computer anima- 
tion ever seen, period. It was show- 
ing in a private theater room, and 
when | saw it, the people there with 
me were riveted to their seats. The 
Story is interesting and the action 
appears non-stop. You'll be hearing 
a lot about this game in the coming 
months. It is without reservation that 
| say that Heart of Darkness was the 
best thing | saw at E3. 

Really, from this industry’s stand- 
point, the biggest star of E3 was the 
show itself. As an industry, at least 
in my experience, we have never 
been in a better convention facility 
(hey, real bathrooms!). It’s also the 
first time a really major show like 
this has been dedicated specifically 
to the gaming industry. 

- Steve Honeywell 
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truly great pinball game is more than great graphics and spectacular sounds, more than the latest 
arcade features like 3D ramps and three multi-ball play, more than fast ball movement and precise flip- 
per control, and it's more than being able to see the whole playfield at once so you can aim your shots. 
A great pinball game has that unique quality of playability and never- 

_—— ending challenge that keeps you coming back for...just one more 
os game and.a shot at your new high score! 


Washington Post- “Crystal Caliburn perfectly 
captures the essence of a great pinball machine.” 


i ergy New York Times -"The realism is striking... 
Gon/ few [Crystal Caliburn] will be at the top of Silicon Santa's 
Cre gift list this year.” 


| inside Mac Games - “ARCADE GAME OF THE YEAR" 


SYSTEM REQUIREMENTS: 


Computer Game Review- “Crystal Caliburn sets a new 


standard. For realistic pinball‘on a computer, there's : cb ve or 7 
ing |i " monitor, 256 colors, an 
nothing like this game. prope 
Electronic Entertainment- “Crystal Caliburn is simply + 386 or higher 


the best, most realistic, most challenging pinball simula. _‘m/rapracessor, Microsoft 


W 1D act nn, Windows 3.1, 256 color 
a ' tion for the Macintosh yet.” (Rating: 9 out of 10) SVGA display and 4MB 
\ GaN caer Ah. © RAM. 
See 2 tg ‘ES ; j " ! ! 
UOSS\5 lj, Sn. _ GAMES Magazine-"You'll forget youre playing on a Supports Seatbelt and 
. — two-dimensional computer screen... the realism is other Windows compatible 
astonishing, sound cards 


MacUser-"Electronic pinball’s Holy Grail.” 
(Rating: 4 1/2 out of 5) 


/ : ay é 7M 
rystal Calibur 
From the creative genius of LittleWing, developer of TRISTAN” and Eight Ball Deluxe” for Macintosh, 
Available from your favorite retailer or mail-order catalog. Interactive DEMO on AOL and CompuServe’. 


NOW AVAILABLE FOR WINDOWS"! 


StarPlay Productions, Inc. * PO Box 217 ® Greeley, Colorado 80632-0217 * Tel 303.447.9562 Fax 303.447.2739 


™ Crystal Caliburn and Tristan are trademarks of LittleWing CO. LTD. Windows is a trademark of Microsoft Corporation, Other trademarks are property of their respective owners. 


USED IBM GAMES 


COMPLETE & VIRUS FREE; 
WITH THE ORIGINAL BOX. 
DOCUMENTATION AND 
DISKS 

Game Title Price 
AD&D GAMES CALL 
ADV OF WILLY BEAMISH-VGA 12 
AIR BUCKS 15 
AL-QUADIM GENIE’S CURSE 19 
ALIEN BREED 9 
ALIEN LEGACY 18 
ALONE IN THE DARK 11 
AMBUSH AT SORINOR iz 
APBA BASEBALL 7 
ARENA:ELDER SCROLLS 28 
ARMADA 2525 13 
ARMORED FIST 24 
ATAC 7 
B17 FLYING FORTRESS 12 
BATTLE BUGS 25 
BATTLEHAWKS 1942 5 
BETRAYAL AT KRONDOR 18 
BLOODNET 24 
BLOODSTONE 14 
BLUE AND GREY 19 
BLUE FORCE:NEXT OF KIN 12 


BUCK ROGERS 1-COUNTDWN_ 5 
BUZZ ALDRIN RACE SPACE 13 


CAESAR 15 
CAMPAIGN 2 24 
CARRIER STRIKE 15 
CASTLES 9 
CASTLES 2 15 
CD - HELL CAB -WINDOWS 24 
CD - 7TH GUEST 23 
CD - AEGIS GUARDIAN FLEET 25 
CD - ALIEN LOGIC 22 
CD - ARMORED FIST 32 
CD - CRITICAL PATH 22 
CD - CYBERIA 29 
CD - DAGGER OF AMMON RA 19 
CD - DARK FORCES 35 
CD - DARK LEGIONS 22 
CD - DARK SUN 2 29 
CD - DAWN PATROL 25 
CD - DEATH GATE 23 
CD - DRACULA UNLEASHED 24 
CD - DRAGON LORE 2 
CD - DRAGON'S LAIR 23 
CD - DRAGONSPHERE 16 
CD - DUNGEON HACK 18 
CD - ELECTR. ARTS: TOP 10 19 
CD - FANTASY EMPIRES 25 
CD - FIGHTER WING 29 
CD - FRONT PAGE FB ’95 29 
CD - GABRIEL KNIGHT 23 
CD-GREAT NAVAL BATTLE2 25 
CD - HELL: CYBERPUNK 29 
CD - HORDE 25 
CD - INCA 2 17 
CD - INDY JONES FATE 24 
CD - INFERNO 24 
CD - INHERIT THE EARTH 19 
CD - IRON HELIX 25 
CD - JOURNEYMAN PROJECT 17 
CD - JUMP RAVEN 25 
CD - JURASSIC PARK 19 
CD - KING’S QUEST 6 15 
CD - KING'S QUEST 7 34 
CD - LANDS OF LORE 24 
CD - LAWNMOWER MAN 21 
CD-LEISURE SUITLARRY6 24 
CD - MAD DOG MCCREE 19 
CD - MAD DOG MCCREE 2 22 
CD - MAN ENOUGH 19 
CD - MEGA RACE Zi 
CD - MENZOBERRANZAN 25 
CD - MIGHT AND MAGIC:WRLD 29 
CD - MYST 33 
CD - OUTPOST 23 
CD - POLICE QUEST 4 24 
CD - PRIVATEER 21 
CD - PSYCHOTRON 24 
CD - QUANTUM GATE 19 
CD - RAVENLOFT 24 


CD - REBEL ASSAULT 24 


CD - RETURN TO RINGWORLD 
CD - RETURN TO ZORK 

CD - RISE OF THE ROBOTS 

CD - SAM & MAX 

CD - SHADOW OF THE COMET 
CD - SPACE SHUTTLE 

CD - STAR CRUSADER 

CD - STAR TRAIL 

CD - STAR TREK 25TH ANNIV. 
CD - STELLAR 7 

CD - SUBWAR 2050 


23 
12 


29 


COUNTDOWN 

CURSE OF AZURE BONDS 
CYBER EMPIRES 

D-DAY BEGINNING OF END 
D-GENERATION 
DAEMONSGATE 

DAGGER OF AMMON RA 
DARK QUEEN OF KRYNN 
DARK SUN 

DARKSEED 

DEATH KNIGHTS OF KRYNN 


HINT BOOKS 

HYPERSPEED 

INCA 

INCA 2 

INDY JONES LAST CRUSADE 
IRON CROSS 

ISLE OF DEAD 

JACK NICKLAUS & AD-ONS 
JEOPARDY 

JETFIGHTER 2.0 

KING'S QUEST 5 -VGA 
KING’S QUEST 6 -VGA 
KOSHAN CONSPIRACY 
LEGACY:REALM OF TERROR 
LEGEND OF KYRANDIA 
LEGENDS OF VALOR 
LEISURE SUIT LARRY 1 
LEISURE SUIT LARRY 2 
LEISURE SUIT LARRY 3 
LEISURE SUIT LARRY 5 
LEISURE SUIT LARRY 6 
LHX ATTACK CHOPPER 


23 
14 


CALL 


12 
14 
12 
15 
10 


20 
6 


LINKS & PRO COURSE DISKS CALL 


LINKS 386 PRO 
LORD OF THE RINGS 1 
LOST ADMIRAL 


21 
9 
8 


PACIFIC ISLANDS 
PACIFIC STRIKE 

PACIFIC WAR 

PALADIN 2 

PANZER GENERAL 
PERFECT GENERAL 
POLICE QUEST 1 -VGA 
POLICE QUEST 3 -VGA 
POLICE QUEST 4 

POOLS OF DARKNESS 
POPULOUS 2 

POWER HITS: MOVIES 
PRIVATEER 

PRIVATEER SPEECH PAC 
PRO LEAGUE BASEBALL 94° 
PROTOSTAR 
QUARANTINE 

QUEST FOR GLORY 4 
QUEST FOR GLORY SERIES 
RAILROAD TYCOON 
RALLY 

RAVENLOFT 

REALMS OF ARKANIA 
RED BARON VGA 

RED CRYSTAL 

RED LIGHTNING 


WE'RE BUYING! 
iB 
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CD - TFX 

CD - TORNADO:OP. DESERT 
CD - ULTIMATE FOOTBALL 
CD - UNDER A KILLING MOON 
CD - WARCRAFT 

CD - WHO SHOT JOHNNY 

CD - WING COMM. ARMADA 
CD - WING COMMAND 2 DLX 
CD - WINTER OLYMPIC GAME 
CD - X-COM 

CD - ZEPHYR 

CD ROMS - MANY MORE! 


CHALLENGE OF 5 REALMS 
CHAMPIONS OF KRYNN 
CHAOS CONTINUUM 
CIRCUITS EDGE 
COASTER 

COHORT 2 
COLONIZATION 
COMPANION OF XANTH 
CONAN 

CONFLICT KOREA 
CONQUEST OF JAPAN 
CONQUEST OF LONGBOW 
CONTINUUM 

CORRIDOR 7 


30 


CALL 


10 


DEJA VU 1&2 DUAL PAC-WIN 
DISCOVERY STEPS COLUMB 
DOOM -REGISTERED VER. 
DOOM 2 -REGISTERED VER. 
DRACULA -BRAM STOKER’S 
DRAGON’S LAIR 3 
DREAMWEB 

DUNGEON HACK 

DYNAMIX SAMPLE PACK 
ELVIRA 2 

EMPIRE DELUXE 

EMPIRE SOCCER '94 

EYE OF THE BEHOLDER 

EYE OF THE BEHOLDER 2 
EYE OF THE BEHOLDER 3 
FALCON 3.0 

FALCON AD-ONS 

FANTASY EMPIRES 

FLIGHT SIM 4 & AD-ONS 
FRONT PAGE FOOTBALL 
FRONT PAGE FOOTBALL PRO 
FRONTIER ELITE 2 

GABRIEL KNIGHT 

GAMES NOT LISTED? 
GATEWAY 2: HOMEWORLD 
GOBLIIINS QUEST 3 
GRANDEST FLEET 

GREENS GOLF 

HAND OF FATE 

HANNIBAL 

HARDBALL 3 

HARPOON 

HARPOON 2 

HARPOON AD-ONS 
HARRIER ASSAULT 
HARRIER SUPER-VGA 
HEAVEN & EARTH 

HEIRS TO THE THRONE 
HEROES OF THE LANCE 
HEXX 

HIGH COMMAND 


24 
CALL 
11 
18 
22 
alg 
CALL 
15 
14 


2. GAMER’ 
prices & issue 
Games will not 
Price quotes 


3. Pack games 
outside of box. 


authorization no. 


days of meeeG 


your gam 
credits may take s ightly longer t 


Got ——— Sell? 
Follow these 


1. Prepare a list of the gar 
mail your list to GAME! 


e current buying 
your shipment. 


. Save your 
; about your 


nterested in. 


I ithin 10-14 working 
Some “wish list” game 


Ti Il. 


Games will be checked for viruses & completeness. 
Games must be complete with all disks, printed materials, 
& in original box. Incomplete games will be returned at 


your expense. 


LOST TREAS INFOCOM 2 
LUCAS ARTS CLASSIC BNDL 
M-1 TANK PLATOON 
MAELSTROM 

MAGIC CANDLE 2 

MARIO ANDRETTI RACING 
MASTER OF MAGIC 
MASTER OF ORION 

MATRIX CUBED 


19 
14 
7 
12 


MAXIMUM OVERKILL 
MEGAFORTRESS 
METALTECH: EARTHSIEGE 
MICROLEAGUE SPORTS 
MICROSOFT ARCADE -WIN 
MIG 29 

MIGHT & MAGIC 4 -CLOUDS 
MIGHT & MAGIC 5 -DARKSIDE 
MONKEY ISLAND -VGA 
MONKEY ISLAND 2 

MORTAL KOMBAT 

NFL COACHES CLUB 

NHL HOCKEY(4MB RAM REQ.) 
NO GREATER GLORY 

NOMAD 

OPERATION COMBAT 2 

OUT OF THIS WORLD 


22 
8 
29 


CALL 


12 
25 
14 
15 
16 
19 
15 
15 
19 
18 
7 
15 
12 


RED STORM RISING 
RETURN TO ZORK 

REX NEBULAR 

RISE OF THE DRAGON -VGA 
ROBINSON’S REQUIEM 
ROCKETEER 

ROME: PATHWAY TO POWER 
SAM & MAX:HIT THE ROAD 
SECRET WEAP OF LUFTWA 
SHADOW CASTER 
SHADOW OF YSERBIUS 
SHADOW PRESIDENT 
SILENT SERVICE 2 
SILVERBALL 

SIM CITY 2000 

SIM CITY 2000:GREAT DISAST 
SIM CITY GAMES ETC. 
SIMON THE SORCERER 
SPACE QUEST 4 -VGA 
SPACE QUEST 5 -VGA 
SPACE SIMULATOR 

SPEAR OF DESTINY 

SPEAR OF DESTINY:MISS 1 
SPECIAL FORCES 


25 
CALL 
9 
19 
24 
15 
15 
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24 

8 
CALL 
13 
12 
17 
29 
17 
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SPECTRE 15 
“SPELLCASTING 101, 201, 

or 301” CALL 
SPELLCRAFT:ASPECT VALOR 7 
STAR CRUSADER 21 
STAR LEGIONS 7 
STAR TREK 25TH ANNIV. 12 
STAR TREK JOGMNT:AD-ON 7 
STAR TREK:JUDGEMENT 17 
STELLAR 7 6 
STORM ACROSS EUROPE 6 
STORMOVIK 6 
STREET FIGHTER 2 14 
STRIKE ACES 9 
STRIKE COMMANDER 17 
STRIKE SQUAD 19 
STRONGHOLD 12 
STUNT ISLAND 12 
SUBWAR 2050 15 
SUMMONING 7 
SUPER HERO:LEAGUE 19 
SYSTEM SHOCK 25 
TAKE-A-BREAK PINBALL 10 
TERMINATOR 7 
TERMINATOR 2:CHESS 17 
TERMINATOR 2029 12 
TERMINATOR: RAMPAGE 15 
TFX 19 
THEATRE OF DEATH 16 
THEME PARK 27 
TIE FIGHTER 30 
TONY LARUSSA GAMES CALL 
TORNADO 15 
TREASURES SAVAGE FRON. 7 
TUNNELS & TROLLS 6 
TWILIGHT 2000 -VGA 16 
ULTIMA 5 11 
ULTIMA 6 11 
ULTIMA 7 15 


ULTIMA 7 FORGE OF VIRTUE 10 
ULTIMA 7.5 SERPENT ISLE 15 


ULTIMA 8: PAGAN 21 

ULTIMA UNDERWORLD 1 16 
ULTIMATE DOMAIN 15 
ULTRABOTS 14 
UNLIMITED ADVENTURES 18 
V FOR VICTORY GAMES CALL 
VETTE 7 

WAR IN MIDDLE EARTH 6 

WARLORDS 2 25 
WESTERN FRONT 13 


WHEN TWO WORLDS WAR 17 
WING COMMAND ACADEMY 15 


WING COMMANDER 1 9 
WING COMMANDER 2 15 
WING COMMANDER ARMADA 25 
WIZARDRY 5 11 
WIZARDRY 7 is 
WOLFPACK 11 
WORLD CIRCUIT RACING 12 
WORLD CLASS SOCCER 10 
WORLD WAR 2: BATTLES 13 
WWz2: AIR FORCE COMNDR 10 
X-WING 19 
X-WING AD-ONS (EACH) 8 
YEAGER’S AIR COMBAT 9 
Prices: & availability subject 
to change. Call Tall Free for 
current titles and those not 
listed—we've got lots: more! 
All Used Games are 
complete & virus free witt 
original box, documenta- 
tion & disks. System 
compatibility is not 
guaranteed. All sales are 
final-defective games 
replaced with same title. 
Free shipping (Regular 
Ground) im the continental’ 
USA om orders over $150. 
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Anyone Who tielps My 


Friend Ben 
a Friend ¢ 


i on’t ya hate it when 
you're merrily riding 
your bike down the 

y road after taking out a 

Boman rival gang member, 
and when you do a wheelie from the 
sheer pleasure of kicking butt, the 
front wheel falls off! 

It probably wouldn't feel too good 
and Ben wasn’t too happy about it 
either. But Ben has a couple of 
things to protect his crash. His thick 
leather biker's jacket protects him 


Before the police come, hide 
behind the tank. 


from any minor abrasions, his riding 
boots and gloves protect his hands 
and feet and his animated exis- 
tence...well, we’ve all seen a Road 
Runner cartoon. 

When he awakens, Ben finds him- 


| t i 


self in the care and comfort of 
Maureen’s garage. His bike is more 
of a mess than he is, but Mo is will- 
ing to fix it. From conversing with 
her for a bit, she tells him that she'll 
need a new set of forks, her missing 
welding torch and some gas before 
Ben can head off into the sunset to 
prevent the ambush of the Polecats 
down the road. 


Down and Out of 
ltems in 
Mellonweed 


Before Ben leaves Mo's garage to 
start his search, he should pick up 
the gas can and the hose. 
These will come in handy getting 
one of the needed items. 

The first thing is to pay a visit to 
Mo’s old friend Todd. A barred win- 
dow looking down into Todd’s cellar 
reveals that he is presently welding 
something. Even if he isn’t using 
Mo’s welding torch, it's good 
enough. 

Ben may seem a little rough 
around around the edges, but he is 


Todd lives in such plush and luxurious surroundings. 


Put the meat in the blue car 
and you'll be rid of the dog. 


actually a complete gentleman. 
Gentlemen will always knock before 
kicking someone’s door down, so 
give it a few raps. When you hear 
Todd standing behind it, that is the 
time to give it one swift boot. It will 
knock Todd out cold, and Ben will 
be free to look around. 

Open the wall cabinet and take a 
look inside. There you will find a 
lock pick. Take it. Next look on 
the back wall. It’s hard to see, but 
there is a small refrigerator to the 
right of Todd’s sign collection. Open 
it up and find the piece of meat. 
Take that, too, even if Ben is not 
hungry. Besides, would you really 
want to eat something out of Todd’s 
fridge? 

Now look along the right side of 
the screen behind the door. There is 
an area that is lit up a bit more than 
anything on the rest of the screen. If 
you got in here before Ben knocked 
out Todd, it was a dresser locked 
with straps. This is the elevator 
going down to the cellar. It doesn’t 
show up as a hot spot, but if you 
walk Ben on to it he will be lowered 
down. 

On the table down there you will 
find the welding torch. Todd 
has some interesting objects dart 
that he creates out of scrap metal, 
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So look around if you’d like to hear 
Ben’s opinions on Todd’s abilities 
as an artist. Also, notice the won- 
derful tune playing over the radio. 
It's our favorite. 

It's time to take a stroll over to the 
gas tower. The first thing you may 
notice is that the gate has a padlock 
on it, and an electric fence lines the 
top of the wall. Thank Todd for the 
use of his lock pick (remember, Ben 
is a gentleman) and use it on the 
padlock. Before you hastily head 
into the complex, don’t leave the 
padlock behind. It may be useful 
later. 

There is a ladder going up to the 
gas tower. Seems easy enough, but 
when Ben touches it an alarm goes 
off. There’s not much time before a 
police ship flies in, so Ben better 
hide. Look for a tall slender tank in 
the upper left hand portion of the 
screen. It’s not a hot spot, but if you 
Click on it, Ben will run behind it. 

When the police come, they won't 
see anyone, so they'll take a look up 
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Mellonweed at night: hoppin’ and boppin’ until dawn. 


by the tower. While they are up 
there, Ben can take gas from their 
craft. Notice the gas tank and the 
cap. Open the gas cap and use the 
hose from Maureen’s garage on it. 
Then use the gas can on it, and Ben 
will set it down. Use Ben’s mouth on 
the hose, and he'll siphon away. 

Two down, one to go. As you 
could probably guess, a new set of 
forks can be found in Todd’s Junk 
Yard. The problem is how to get 
Ben in there. | don’t think Todd will 
willingly hand over his keys, so Ben 
will have to figure things out on his 
own. 

At the bottom of the rolling door 
there is a latch. Use the pad lock 
from the gas tower gate on it. This 
will keep the door from opening 
when Ben pulls on the chain to the 
right of the screen, and he can use 
it to climb up the wall. 

In the Junk Yard, you'll notice a 
parts pile off in the distance conve- 
niently lit up under a lamp pole. Just 
go over there and take what you 
need. Oh! What's this? Todd’s big, 
ugly guard dog inside the pile (they 
always say that people look like 
their dogs). 

There are two sections in the yard; 
it's hard to notice but there is anoth- 
er screen to the right. When Ben 
first walks over there, the dog will 
bark at him. There are a number of 
demolished cars around the yard. 
Take particular notice to the left- 
most blue car. Use Todd’s meat (I'll 
leave the yuks to you) on the car, 
and the dog will dive in after it. 

Now walk over to the first screen 
on the left. Notice the crane up high. 
Take Ben up there. When he is 
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Use the bunny on the mine- 
field straight ahead... 


seated snugly behind the controls, 
the giant magnet at the end of the 
crane will already be positioned 
over the blue car. Use the left con- 
trol stick and click on the lower half 
of it until the magnet drops down to 
the car. Push on the small, square 
button to activate the magnet. Raise 
the car up and the dog is out of 
Ben’s hair (or the seat of his pants). 
As an extracurricular activity, hit the 
magnet button again to drop the car 
and the dog. Repeat as necessary. 

Go back to the parts pile and and 
take what you need, mainly the 
forks. Ben now has everything that 
Mo asked for. 

When Ben takes off back down 
the road, however he will encounter 
a road block since the police are still 
looking for him. If he goes back to 
the gas tower and touches the lad- 
der to set off the alarm again, it will 
attract all of the police there, and he 
can go on his way. 


Gearing Up for the 
Corley Motors 
Factory 

At this stage in the game, almost 
the last, Ben needs to stop the 


share holders meeting and Adrien 
Ripburger from converting the place 


...and watch the little sucker blow! 


into a minivan factory. But first he 
has to find a way inside, and the 
front door is not it. 

Take Ben over to the stadium. 
There he will first encounter the gift 
stand with a Ross Perot sound-alike 
working it. He is selling t-shirts, bun- 
nies and a remote-controlled car. 
He'll let Ben take it out for a spin if 
he wants to. Well, he wants to. Use 
the hand on the car and Ben will 
grab the joystick. Then point down 
the passageway and he'll drive the 
car down there and back. Then it 
will run out of batteries. 

lf Ben asks about the t-shirts 
hanging on the wall by looking at 
them, the old man will turn around to 
look at it. Ben can now take the 
bunny on the ground. 

Have Ben leave the area, go back 
to his bike and get on it. To the left 
of the screen, there is a road that 
leads toward the back. That is the 
way to the Vulture’s hideout. 

The Vultures like to live up to their 
reputation as the way to the hideout 


The gift stand at the stadium for all your souvenir needs 


is protected by a_ minefield. 
Hopefully, you haven't become too 
attached to the bunny, so use it on 
the mine field. After it explodes, it’s 
battery will pop out. Take it and 
go back to the gift stand. 

Use the battery on the car and 
drive it down the hallway once 
more. It will go to the next screen 
and stop by the entrance into the 
stadium which is the one with the 
barred turnstile. Point the car 
through there. The old man will run 
in after it and leave the stand unat- 
tended. Take the box of bun- 
nies and go back to the minefield. 

Now is a good time to save before 
attempting this next part. Use the 
box on the ground closest to the 
foreground. The bunnies will come 
hopping out, and Ben will need to 
pick all of them up. 

Then walk Ben down as close to 
the minefield as he can and let the 
bunnies go one at time. While hold- 
ing a bunny, click right above Ben’s 
head. Repeat the process so that 
they create a straight line of cleared 
ground up to the hideout. After each 
bunny, have Ben walk out to the end 
of the path created by the bunnies. 
It will take about five of six bunnies 
if you do it efficiently and they stay 
in a straight line. 
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The Vultures greeting is any- 
thing but warm. 
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Go with the 

Superhero League 
of Hoboken on its 
crowning mission. 


Our Superhero league had risen 
in the ranks due to our work against 
the evil machinations of Dr. Entropy. 
We'd been foiling all of his plans, 
making sure that his nefarious plots 
never hatched like the nasty chick- 
ens they were. But we’d stumbled 
upon his most fiendish scheme 
yet—Entropy had created a super 
movie projector that could make 
movies come to life! Imagine the 
consequences of having to live 
through the reality of Hellraiser or 
Night of the Living Dead or (shud- 
der) Free Willy! 

Anyway, we had tracked Entropy 
to the Empire State Building, now 
partially under water. Thankfully, a 
number of us had mastered the 
Really Good at Treading Water skill, 
So we were able to move about the 
flooded areas of the greater 
Hoboken area, which included New 
York’s downtown sector. 

We started out by going to 
Scranton via the grey tubecar (I’m 
glad the subways are running. It’s a 
long dogpaddle to Scranton). Here 
we found a massive traffic accident. 
There was an overturned banana 
truck. Being the civic-minded super- 
heros we are, we thought we should 
help out. The Mighty Magnitude 
used his amazing Power of 10 abili- 


Look out Dr. Entropy, here 
comes King Kong! 


Dr. Entropy Hlasn 


RIAUHLY Been Playing Nice 


say the observation deck iz getting to be a really 
slippery’ place! King Kong goes ape, fo to Speak. He finally 
Spots the bananas, reaches in to grab them, and begins 
devouring them, a hundred bunches ata time. “He should 
/ peel them first." muses The Iron Tummy. “He'll get a 
tummy-ache .” He iz completely distracted by the bananas, 


tons of bananas for dinner... 


ty a couple of times to reduce the 
bananas to a fraction of their origi- 
nal volume. We took them along— 
you never know when you'll need 30 
pounds of potassium-rich food. 

Next we took the tube back from 
Scranton and hopped on another 
train to the Chippawa Marketplace 
in the Buffalo-Niagara area. We 
bought a lot of stuff from the French- 
speaking pawnbroker, including the 
blanc isotope, which gave me, the 
Crimson Tape, the power of Beaver 
Jaw. Thus armed, | was prepared to 
gnaw down the tree we found at the 
rest station. The Mighty Magnitude 
used his ever-useful power again, 
and we used the tree to take a look 
at the famous falls. Dozens of gal- 
lons of water every day go over 
these falls! Wow! We took the 
handy barrel that was lying around. 

As we wandered back, we found a 
plowshare and pruning hook. We 
gave these items and the barrel to 
Farmer Ben, and in return he gave 
us the elevator key to the Empire 
State Building! 

So we went downtown and took 
the elevator up. Entropy was there, 
and he clapped us in unbreakable 
belts to hold us in place. He gloated 
for a while and then started his pro- 


Kong’s finest moment: A helpless individual in one hand and 


jector with the movie King Kong in 
the reel. Kong appeared outside the 
window and he smelled those 
bananas we had on us. 

Kong reached in and grabbed 
Entropy. Luckily for us, the bands 
disengaged. Magnitude used his 
power on the bananas to get them 
back to their original volume, and 
Kong went, well, bananas. We went 
for them, and while he was distract- 
ed, we turned the machine off. Kong 
faded, and Entropy, who was in his 
hands at the time, had nowhere to 
go but down. About 100 stories 
down. Ouch! 

And that’s how we beat Entropy. 
He’s gone now, but I’m sure he'll be 
back—supervillains never really die, 
they just become fan favorites. With 
him nursing his wounds, the rest of 
the League and | decided to take a 
short vacation to the Poughkeepsie 
area. Don’t worry, the Superhero 
League of Hoboken is ever vigilant! 
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Look out world, Hoboken has 
finally arrived! 
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Then it’s time to test-fly INTERACT Game ‘ 
Accessories. With these full-featured =f 
flight controllers, you'll develop the skills to 


grip with built-in hand rests for both 
complete even the toughest missions... 


right and left-handed pilots, four fire buttons, 
“ee 4-wWay view, throttle control, calibration 


software, “smart” auto-fire, and sturdy metal base 
PC FLIGHT FORCE — Take to the 


will equip you for all phases of your mission. 
skies with this ergonomic flight 


FLIGHT FORCE WCS — Add 
stick. Comfortable grip and _— this Weapons Control System to 
hand rests, rapid fire any joystick to put innumerable 
control, solid metal base, and two functions at your command. 
highly-responsive fire buttons prove The take-off & landing throttle 
to be a deadly force against enemy fighters. 


function and programmable 
keys give you access to all 
of your cockpit controls. 


PC FLIGHT FORCE PRO — Join the 


ranks of the flying elite with this 
advanced flight stick. The contoured 
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